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7'/?e/'e are nightmare worlds, 
worlds of exploded suns, 
worlds of magic, and worlds 
forgotten by time. There are 
worlds without end, and we 
visit them all. 

Join us. See our subscription 
card in this issue. 
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Welcom# to the firgt i^gue of UUNGEDN Adventures' setr- 
ond year of publication. We're very eiccited betflu-ge th3.s is the 

first issue that will be on sale at hobby shops and bookatoresn 

right. nfi'Tt. tfl HR AGON® Magazine. A limited quantity nf 
hack iBsuaft fmm nur first year are stilt available. See page 64 
for ordering information. 

Don't forget to check your mailing wrapper (the one you 
just threw awayl to see when your autaecription expires. If 
you've been with us since issues 2 or 3, it*a time to renew 
your aubiitripLiuii. 

We're also ufleriug our Subscribers an oppurtuuity to 
receive two free issues of DUNGEON Aventuiea for each 
friend they recruit as a subecriber. See the special CEird in this 
ia&uffi for details, but remember that this offer is only good 
until December 31,1DB7. A subscription to DUNGEON 
Adventurea makea an excellent holiday gift, and youTl 
receive your own gift of a two-ioauc o^ttension to your oub- 
acription for each pcreon you aign up. If you ore ikot a current 
Gubacribcr (or if you need to renew), you can still take advan 
tage of this offer by sending your own eubscription order 
along with thoeo of your recruits (but you may not, however, 
recruit yourself). 

We’d also like to issuo a plea for more ietters from readers. 
The only way that we know we^re giving you what you want 
(or don't want) is if you let us know. Write and tell us what 
yoTfd like to see in future issues and wbat direcr.ton.s we 
sbonlrt take. Rditors get lonely, t*o, end we love to henr from 
niir rsFiderR. j j* / / 
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Dear editor: 

I read through the first two isaues of 
DUNGEON’*' AdvenfcurtJB and was 
amaitjed. Tlie modules were interesting 
and smooth Oowint;, T am a dwarf fan 
and could not resist introducing the 
intrigue of "In the Dwai-ven Kind's 
CoTirt^' into my campaign. I thought tho 
art was great and the characters were 
well thought out. 

Howeverj I do think same improvc- 
monta in DUNGEON Advcnturco 
should bo made. First, the magazine 
should bo availabJe in stores and not 
through aubscription onl^’. 1 do not liko 
Subscriptions because tho magaiiirjos 
often get damaged. Some small tears in 
the cover greatly devalue the magazine 
and make it. less appenling i.o collectors. 

Also, 1 think it is reaaonnhie. tn ask 
yoQto pubJiah modules from other TSR 
products. Personally, I would like to see 
STAR FRONTIEKS^ and BOOT HILL« 
ganuf iiiudulea in the pages of 
DUNGEON Advent Lues. IL would nut 
have to be a lot; maybe just one module 
a month. Throw it out to the readers 
and B*e if more people want this or not. 

Finally, 1 would like to see more short 
modulea. They arts cnay to read and can 
be played in one night of gaming, 

Gucrrlno SufTi 
Addison, nUnO'is 

As of ihit DUNGEON Adven¬ 

tures should be avaiiabla in booh stores 
ond hobby shops. Those of you 


who ree.flive. it. by s uhscription mciy h ave 
noticed it is sei^eral p.aU.y. 

now DPI to moil out your copies 

so that you reoeiue them at the beginniTig 
oftki: first i^sue month. Foii should be 
receiuing this Sepiember/October issue 
in late August. 

Most of the mail been getting has 
been in support of maifUaiaing 
DUNGEON Adventures’ policy of puh- 
lishing only D&iy^- und AD&D^ game 
modules. TVe plartncd any 

changes tp this policy 

We like to publish a variety of lengths of 
modiilaif in each issue. Issue 115 had seven 
modules; issue had six. Our goal is to 
puMfsh tiuo fairly short modutes, several 
medium-length ones, and one larger 
fenture. module eneh issue. Of these, we 
try for at leajst one. D^.O fsduent.si.re o-nd. 
one ^’special'': an Oriental Adventure or 
orw set m the DRAGONLANGfP, 
BLACKMOOR'-. FORGOTTEN 
REALMS^, or the OF 

GREYHAWK"‘ Of ixiuriv!. wc 

ocui only publish whut is submiticcL At 
the nvament, loe Aaoe uf ADi&D 

adventurer of all ^ypes ontf levelst tmi 
on^y a yfeiv DS;D and Oriental Adven¬ 
tures modules oh handy and none set in 
the other u^/rlds mentioned. Ifyou^re 
intorvoted in designing a module for 
publicaiion, send a stamped, self- 
addressed snvohpe to: Module Guide 
lin^s, DUNOEON AdeentureSy PO. Box 
110, Lohe Geneva W153147. 

(continued on page 7} 
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NIGHTSHADE 

BY NIGEL D. FINDLEY 

Ifs a wizard’s 
privilege — and 
curse ~ to change 
his mind. 


Nig£i Findley's first modtile, '’Caermary' 
a^pmr^d tpi DVNGEObT Adventures 
i2. A ixjurld trojjehr the uge vfJO, 
Nigel hne liued in eueh diverse pZattfif as 
Venezuela^ France, Nigeria, and Thxas. 
Reluctant to spend his days irradiating 
fi'Utt flieSi he abandoned a career in 
genetics to become a lariter 

nwre of his work in future I'ffSKes. 

Nightshade is an AD&D® game scenario 
for 14 chnrflcterg of l&t to 3rd IcvcL 
ChorcLCtero need not be well equipped^ 
in fact, this scenario is probably more 
enjoyable if the PCs are new to town, 
poor, and ilUequipped. This adventure is 
designed to be sprung on PCs any time 
they are in a city and nothing else is 
happening. 

Adventure Background 

While wandering the city streets late 
one aftfirnrHin,, tbft PCs are approached 
by a foppiah man with amooth, courtly 
manners. 

The man is Olias Sandhillow, a self- 
described "noble of some little stand^ 
ing" who wishes to hire the PCs' 
services for a trifling errand. It seems 
that Olias haa commisaioned the wizard 
Nightshade to ooticocC a potion — “I 
should &ay a medicine, actually . . . for a 
iady^^ — and it should now be ready. 
Claiming other engagements, Olias 
requests the PCs to pick up the medi¬ 
cine for him. Would fiO gp — 20 now, the 
balance on delivery — be sufficient? 

Although this is obviously a lot of 
money for a. simple errand, Olias will 
not elaborate no matter how hard he ie 
preftBed, esLyrng simply that he is willing 
to pay for promptness and efficiency. If 
the PCs accept his oiler, he counts out 
gp from his purse and ingtructs the 
PCg to meet him at a nearby tave^rn, 
With the merchandise, in three hours. 
He nlsn ti?!!!; them where Nighr-shade's 
place of buRinfiSR is Incatedi “Acrnag 
town, jufit off Silver Square opposite 
Cheap Street. You can't miss it.'^ 


Artwort; by vararie voiosek 

Cartography by DIcaol 


For tho Dungeon Moitor 

Olias Sandhilluw haa neglected to tell 
the PCs certain things about the ^'tri- 
flii^ errand.’^ The facts aie that Olias 
Sandhillow is a womanizer of some 
note, belonging to the ^Tovc them and 
leave them” school. His latest conquest 
is Jessa, the young {and very naive) 
daughter of a highly-placed government 
minister. Unaware of how aueh games 
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afe play^db Je-ssa honestly believes that 
Oliaa'a aLLeiiliuiitj mean ihaL Le li uly 
loves? hei.‘, and she wislies to declai'e 
their love publicly. 

This is the last thing Olias wants, for 
several reasons. For one thing, such a 
declaratioB. iniglit lead to marriage 
vowE, which Olina has spent hia whole 
life sidestepping. More important is the 
faet that Jesaa is the daughter of a very 
ovcrprotcctive father who also hoppena 
to wield much powerj political and oth¬ 
erwise, Should he find eat that 01ia& 
haE deapoilod his daughtoi^i ho would 
probably reaet by making life very 
diflicult for Olias. hven worse, it’s not 
unlikely that he would disci'eetly con¬ 
tact the Ass^\f^ain.!i!. Guild. 

Olina ha.s peranaried FTasna to k^ep 
't.heir” secret fnr the moment, hut real, 
ises he doesn't have long until word 
reaches her father . ., and the streets, 
Rather than hove Jessa killed fthe obvi- 
ouBh though culd'blpuded, way out), 

Oliaa has turned to a puw^erful wizard — 
Nightshade — to cu^icocL d puiiun of 

to make Jessa foi'get all about 
him and theii: relationship. It is this 
potion, a powerful cittract of ohliviax 
(memoiry moss), that Olias has hired the 
PCs to retrieve, 

Olias hired outsidorE to make the 
pick-up for two reasons. The first is that 
he docs not want to meet with Night¬ 
shade again (.for reasons that will 
become apparent). The secand is that he 
expecte someone to try to stop the deliv- 
ory. Even a noble of little standing has 
onsmie^^ somshow, Ulmsi''s havs tbund 
out about Jossa and would love to see 
the word get out. They themselves must 
avoid being implicat^id in any way, sn 
rather than spreading the nevl^=i porson- 
fllly, they have dticided to simply let 
Jesaado the telling, which involves 
preventing Olias from silencing her. 
They knovi^ about the eummission with 
Ni^hLshuds buL also prefer nut ki dual 
directly with the wizard. KaLher, all 
they have to do is stop the delivery of 
Nightshade’s potion. To take charge of 
this duty, they have hired an assassin, 
Sequius, and a fighter. Melon 

Note to the DM: Details about Olia&'s 
position and about his enemies have 
been left vfiguo to sasc integration of 
tbi^ oecnorio into any campoign. 

Althoi^h deceptively mild-looking (to 
the point of seeming a wimp), Soquiug 
the half-elf is a competent aBsaesin, 
hired to do a job — in this case to stop 
the potion from teaohing Ulias, He w^iii 


do it to the beat of hia ability but haa no 
lo.valty tu his uniplu.vKrs, If a figlit eots 
against him, he will not fight to the 
death but will run or suiTcnder, lie- w'as 
hired through intermediaries, so he 
doesn’t know the real identities of his 
employers. 

Me3or is n bard, brutal-looking hum.an 

who dresses in black. Like Sequius, he 

was also hired through intermediarioG. 
Unlike Sequius, Melor doesn’t have the 
wisdom to quit a losing battle. As a 
reault, he is 75% likely to fight to the 
death. 

Olias Sandhillowj AC 10; MV 1^"; 
FA/T'Z; hp 25; #AT 1; Dmg by w^eapon 
typo; S 12,113, W lU, D 13, G 12, Ch 
lb; AT. GN; PP 35%, OT. 39%, FT 
MS 21%, HS [5%, HN 10%, CWSS%; 
long fiword, dagger in boot, gold chain 
(500 gp), gold Ting (200 gp), 2 pp, 10 sp, 
75 gp. 

Sequius: AC 0; klV 12"; Ad; hp 20; 

1; Dmg by weapon tvpy; S 13,113, 
W 11, D 15, C 12, Ch 16; AL NE, PP 
35%, OL 20%, FT 25%, MS 2T %, HS 
15%, IIN 10%, CW 80%, scale mail, 
hand axe, light crossbow, 12 quarrels, 
six darts, 123 gp, 3cp, 

MeloK AG 3; MV 0"; F3; hp 22; 

1; Dmg by weapon type; S 16,113, W 6, 
D 12, C 14, Ch 13; AL N; splint mail, 
ehicld, bro-fld aword, twodaggerg, IBS 
gp, 25 Gp. 

Crossing the City 

The location given for Nightshade’s 
establishment is a good hour away at a 
brisk walk, giving time for six encount¬ 
er rolls on the ''CityyTbwn Kneounters 
Matrix” on page 121 of the Duiigatin 
Maaf^.r.^ frii.idp.. Each f.urn, mil hu addi¬ 
tional Id 10. A 1 indicates that some 
member of the party haa noticed a sus- 
plcioua character — namely, a ahlfty, 
sniveling: gnome by the name of Tris 
(AC S; MV 13"; FI; hp 4; #AT 1; Diii^ by 
weapon type; 3 11,1 9, W 3, D 11, C 14. 
Ch 3; ahurL swoidj leatliuj' armor), who 
hired by Sequius to follow the PCg 
but not. to confront them. If he notices 
that he has been spotted (85% chance), 
Tris tries to escape and hide. If he is 
caught and questioned, all he can say is 
that ho was hired to watch the PCs; he 
docGn't know by whom or why. Tris 
fightc only to save hie own life. 

T^Tien the PCa roach Silvan Square, a 
bustling farmers' market, they find that 
"oppo&ifo Cheap Str&et" ig a blind alley 
Inamod on throo sides by two.story 


buildings. No doors or windows open 
unto the alle.v, ajid there is no sigjsi of 
Nightshade’s place of business. 

If the PCs decide to question people in 
the market as to Nightshade's where¬ 
abouts, they get identical reactions from 
everyone; a guilty start of recognition at 
the name^ then & hasty declaration that 
they “don’t know nothin’ about no 

Nightehade” nnd nn attempt to get 
away from the PCs. If tho questioning is 
performed by a PC with charisma 
greater than 14, he or she receives a 
hasty warning to sta.v away from ^'ight' 
shado; a bad ’ua, he ia.’'' Obvious, 

ly, Nightshade is widely known but also 
widely feared. 

On CO thft PGs hflvft tnrnari thflir nr.t^on- 
tion from the alley, a figure appears. 
Standing at the mouth of the alley, 
watching the PCs across the market. 
The figure is tall and very slender, 
wearing a long black cloak with the 
cowl drawn up. AUhuugh Lhe face is in 
shadow, it will be obvious tu Lhu PCs 
that iL is watobing tlien^. Nobody else iu 
the market seems aware of the figure {if 
asked, they lie and deny seeing the 
figure at all). When the PCs notice the 
figure and move towai'd it, it turns and 
walks slowly into tho blind alley, Juat 
before the PCs roach the mouth of the 
alley, the figure literally vnniGhos . . . 
but a door is now visible in the right- 
hand wall of tho alloy. Ab aeon as the 
door is noticed, a previously invisiblo 
window above the door opens and a bald 
man in a purple robo leang out, calling 
down kindly, ’'Well, at last, at last. Tvo 
been expecting you. Come iti, come in 
Go Sitraight down tbo i^taira. And hiir- 
ry.” With that, the man shuts tho win¬ 
dow. As soon 05 it close^j, the window 
vanishes, leaving nothing but a blank 
wall. The door, however, remaina. 

Nightshade's Residence 

Tlie largo sliop on the right of the alley 
be1op:iga to an armorer. Accoi’ding to all 
natural laws, the door in the ■wall 
should open night into that shop. Tho 
fact that it doesn't saya something 
either about natural laws or about 
Nightahado’s power. It is obviously 
impossible for fho wizand’a residenee to 
be on the other side of that door 
unlesB it actually oKi&ts on anotbor 
piano. 

Unless otherwise mentioned, all 
walls, ceilings, and floors in Night¬ 
shade’s homo flTO of fine marble. Door's 
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are of heavy, brasB-bouDd oak. If the 
PCy. are ever lueky enough to jjain eDtry 
Lo Ni^lilslLude''B renideoee a^aln< the 
DM niaj detide L-hat iLb layeui and 
tojitents are LoLally differenli (the intent 
is to iniect a aen&e of under into the 
PCs’ lives). 

C round Floor 

UnlE33 otherwise stated^ all doors on 
thie lovol arc dosed but not locked, and 
open into the main hall. 

1, Main Hall. The door from the 
straot opene onto a large hall, well lit 
but with no obvious light sources. The 
center of the floor is open, looking down 
into another hall 15' below. There is no 
balustrado to guard the drop. Across the 
hall from the door, a. stairway leads 
down, again with no balustrade to 
guard r.hfi oponing, Siv doors and an 
open dnorway lead from the hnll. fitand- 
ing facing the opening into rnnrri R is 
the tall, black-cloaked figure that disap¬ 
peared in the alley. The figure does not 
move tir otherwlije respond to the PCs 
unless it is touched, in which case it 
tui'113 aijid attacks, thi uwiiig back iLs 
cowl to reveal its true identity, a fhoul 
(AC 6; MV T] IID 2; bp 14, tfAT 3; Dmg 
l-3/l'3/l-6; SA paralysation; SD 
immune to sleep and charm spells; AL 
CE). 

2. IVophy Room. The wall^ are 
drap&d in blue cloth and hung with n 
profusion of momantos of Nightshade’s 
travels: strangely wrought weapons, 
weird works of art., ornate robes, and 
the like. Although they can be freely 
removed from the walls, these items are 
protected agains:t thieves. If a PC tries 
to carry one from the roam, he or she 
triggerti a aymhol nfRtjmning east on 
the doorway. This effect occurs each 
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tiTTi.e someone tries to take an item out 
of the room. 

Li the center of the room is a large 
sCo.uc with the hilt of a broad a word 
protruding frpni it. The sword can be 
withdrawn by anyone with u sti engtli 
greater them, 12. The sword is a 
sword +lf cursed described on page 
166 of the Dungeon Masters Ouide) and 
is the only item in the room that does 
not trigger the symbol on the doorway. 

3. Meditation Room, The walla ore 
draped in gray cloth. Just inside the 
door, facing the blank west wall, ^ 


comfortable armchair When .someone 
sits in the chair, soothing music issues 
ffom an unknown sourcti and continues 
until the chair is vacated. The music is 
30 soothing that the chair^a occupant 
musL save vs. wand:^ or fall asleep (as 
per tiie spell'if^eejo) fur 4-40 rounda 
rnileae awakened by a companion, 

4. Room of Silence. Nightshade 
aometimea uaea this room for studydng 
his s|>ell books in complete peace. The 
walla ore draped in black cloth. Against 
one wall is a finely carved oak table and 
a comfortable chair. On the table are 


two- extinguished candles in goid candJo- 
aticks (worth 250 gp each), a quill pen, 
an ink pot, and a bookrost. Each candEo. 
stick has a parmanent at fence Jfi' radius 
spell casst upon iifcniirteay of a cleric 
who owed Nightshade a favor). 

5. ALchemiunl Laboratory. It is here 
that Nightshade endeavors to concoct a 
puLiun Lu cuie, or at least ameliorate, 
bis affliction (sec rount 10 fur a deacrip- 
tion of Nightsliade'&prciblei'n), 

The walls are draped ip cloth that 
seems to be white. If the obaerver 
movea, however, the cloth appears to be 
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woven froin threads of many bnlliaut 
cuLtir^;. A^aiimL the uouth wall^ a 
lual'blt^tu|Jped table is t;uveritid with the 
tools of the aldtemist’s trade; beaters, 
burners, flanks, and retorts. All are 
empty except for one flask half full of 
Nightshade latest attempt — an oily 
gray-green liquid with an unpleasant 
odor and worse taste. 

This attempt has been aa unsuccesaful 
as all the others. Instead of a cure, 
Nightshade has managed to concoet a 
potion of de/Hsion. If a PC so much as 
tsBtes the liquid, he or ehe must eovo 
va, poison or believe that the potion has 
had a magical etl'ect {jolt on the Potions 
Ikble on page 1^1 of the Dung^n Mas¬ 
ters Giiuie; alternatively, the JJM ean 
qelecr. a Siiiitable effect). The PC: only 
bfJicTjfls that the por.ion haa had thia 
effect; other than the delusion, the 
tKjtinn has no magical power. The beak¬ 
er contains enough potion for four doses. 

6. Summoning Eoom, Nightshade 
uses this rouin to summon the various 
otherworldly creatures required by his 
reseaich. Tine walls are diaped in i^ 
cloth, and the floor is inscribed with a 
pentagram within a magic ciiule. Off to 
the side ig inscribed a tbaumaturgic 
triangle (in case aomething goes awry, 
this is Nightahade'a “fallout shelter”). 

In the Southeast corner of the room ia a 
brnzicr in which n fire burns. 

Anyone entering the room immedi¬ 
ately feels an overwhelming aenac of 
looming preftonce, of being watched. The 
teoling springs from the fact that esr- 
tain unearthly powers want some w^arn- 
ing when Nightshade about f 0 
summon them so they can take precau¬ 
tions. Ot.hpr tbiin being very disconcert¬ 
ing, thin hfls no other effect on PCs, who 
may move around the. room freely. 

T. Display Room. The walls are 
draped in yellow cloth. Against the east 
wall of the rocrni is a pedestal on which 
stands a small gold statue with a 
demonic face. Tlie statue, which repre¬ 
sents a mythical deniou-god whom 
Nightshade believes might be able to 
cure him, appears to be worth about 
2,000 gp. In fact it is made of fools gold 
and worthless. 

8. Dluaion Rctom, This room has no 
door, merely nn open portal guarded by 
the ghoul describe in room 1. Both this 
room and tho ghoul serve Nightshade ae 
a form of burglar alarm. Although the 


room can be entered without touching 
the motionless ghoul, anyone curloua 
enough to overcome his fear of entering 
the wi^aj'd^ hume should be unable to 
bypass the ghoul without investigating. 

The walls ai't draped in shiiiinieriug 
silver cloth. In the center of tlie room, 
facing the portal, is a chair on wdiich 
sits a black-cloaked figure identical to 
the ghoul in room 1. In fact, the ebair 
and figure are on illusion which can be 
dicpcllcd by touch. If the illu^iion is 
dispelled, a dagger with a worked silver 
hilt (the item on which the dwcomer 
was originally cast) beoomea visible on 
the lloor. The dagger is real and ia 
worth 150 gp. 

Lower Floor 

9. Lower Hall. The lower hall is as 
well lit. as the upper, but again no light 
sources are visible The dnor tn the west 
opens outward onto a forest scene. The 
view through the door is real; the door 
opens onto a fbrest glade about 20 miles 
from the city If a PC stops through the 
door, he or she will be in the funeat 
glade. Characters still within tho room 
can see tlieir friend outside, but the 
person outside can no longer see the 
door. Sound does not pass in either 
direction across the threshold. While 
PCs still within the room can easily 
show a wayward PC the location of the 
doorway by aticking urma, speora, etc. 
through, without such aid a PC has only 
n 50% chance of finding the way back 
through alone. 

IOl Nightshade^E Room. The double 
door& open onto a richly corpstod room 
with a 15'-high ceiling, The walls are of 
even richer marble than the other 
roomA, here veined with gold. The room 
is lit, again with no obvioua source. This 
time, though, the light is richer in retin, 
remliiiacent of a aunseL. 

In the center of the room ia a large 
table. Seated behind it is a bald man 
dressed in a purple robe “ Nightshade. 

Niglrtohade; AC 10; MV 12^ MUIO; 
lip 2S; j^AT 1; Duig by spell and weapon 
type; S 9,117, W 14, D 12. C 10, Ch 11; 
AL CN; w'and of j?iqgic mtssticij, dagger, 
potion of csoTueeia; spells; comprehend 
liEfigtiogeSf dorncing lights, magic mis¬ 
sile, shocking grasp, darkness 15- radi¬ 
us, dstcct evil, fools gold, scare, blink, 
fireball, protectiort fhiin normal missiles, 
fear, fire chield, Bigby^s interposing 
hand„ feeblemind- 


Nightohflde is a handsome man with a 
shaven head and piercing gray eyes. 
When he moves, it Is with the pnwer 
and grace of a lion. His age is impos¬ 
sible to discern — young enough to 
remain physically menacing, yet old 
enough to have vi^ituessed much of hia 
siiare of life. His voice is usually quiet 
but can take on the harshness of a whip. 

Despite his earlier friendly greeting, 
it ia with this whiplash voice that 
Nightshade greets the PCs when they 
enter. "What in the name of Hades are 
you doing in here? Out! Out, before 1 do 
something you’ll regret!” Thia hind of 
emotional about-faee is the hallmark of 
any dealings with Nightshade. 

Although a powerful apoll-C3$teri 
Nightshade once lost a duel of magic 
with a rival, and the effects of that loss 
are atill with him. Nightshade is under 
a cj^rse that visits wildly iluctuating 
mondfl upon him. At one moment he can 
he friendly and avuncular, the novt 
withdrawn, the next hostile. Each time 
a PC addresses Nightshade, roll Id Ifln 
and consult the Encounter Reaction 
table on page @5 or the Dungeon Mas¬ 
ters Guide to determine Nightshade's 
mood (disregard resulta of ^'immediate 
attack'’; NigliLaJiade will uoL engage in 
anything mox'e thau verbal hostility 
unless^ physically assaulted). All modifi¬ 
cations for charisma, etc. are ignored. If 
the PCs have disrogarded Nightshade's 
inatructiona to come directly downstairs 
(and Nightshade will know if they hae 
entered any of the rooms on the ground 
floor), modify the reaction roll by -b, It 

with this unstable poreonality that 
the PC.9 must nogotiato for Oliaa'a 
potion. 

Everything that Oiias told tho PCs 
about the arrangomont with Night¬ 
shade la true. Nightshade did to 

conCoct the potion (in fact, it is com¬ 
plete, out of flight, within Nightshade's 
robes), and Olias did pay in advanfie. 
Getting Nightshade tn admit thia and to 
hand over the potion might be difficult, 
however, because of his mood swings. 
Iftfiien discussing the potion or his bar¬ 
gain with Olias, treat any “negative” 
reaction as denial [that Olias ever 
approached him, that Nightoliade cun- 
ccrcted the pot-ion, that Olias paid in 
advance, or whatever is appropriate). 
Treat any “uncertain” reaction as 
equivocation (for example, “Well, maybe 
he paid me, and maybe he didn’t. Olias, 
you aay? I'm not aurc T remember 
him."X 
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The DM should remember that these 
mood awinga are intended to encourage 
nolc-playing from the players, not to 
(ruGtratc them beyond the point- of 
cTijoyment. Temper all die rolls vi-ith 
good judgment. 

The potion — if the PCs over receive it 
— is in a small Leather flaak. Anyone 
who drinks the potion muflt save vs, 
spells or permanently lose all memory 
of everyiibing that happened within the 
preceding 1-4 weeks (including all mem- 
orj'j:Ojd spells> and become confused (as 
the spell) for i-S turns^ If the saving 
throw is tnoide, the parsoin loseR nil 
memory of everything that happened 
within only the preceding 1-4 hours 
(including all memorized spells) and 
becojiies for 1-4 turns. 

Coricludmg the Adventure 

Assuming that the PCs receive the 
potion from Nightshade, they must still 
return across town to deliver it to Olias, 
If the PCs did not notice Trisj the 
gnome, while on the way to see Night' 
shade, then Mclor and Sequius plus five 
0-level men at arms (AC MV 12" ^ FO; 
hp 5 (x2), 3 (k 3}, 2; #AT 1; Dmg by weap¬ 
on type; broad swords, studded leather 
armor, Ghialds) are waiting among the 
crowds of the market when tho PCs 
emerge from the alley. If the PCs 
noticed Tris and scared him ofi" before 
roflohing Nightshade, then Melor^ 
Sequiua, and mnnrade-R catf.b up with 
the PCk l-d rniiTidK after t.hay depart 
from the inagioian‘9 place of business. 

In either case, the assassin, the fighter, 
and their cohorts follow the PCs until 
the time and location is right to make 
their move (there is a 25^ chance each 
turn that one of the PCs notices they 
are being tailed). 

Since physically a$;^auUiu^ Uie PCs in 
the street would attract unwanted 
attention, Melor and Sequius bide their 
time. If the PCa pass through a deserted 
area (for example, a shortcut through 
an alloy) or if there Eire few passers-by 
on tho street (remember that night will 
probably have fallen by this time), they 
mako their play there. Otherwige, they 
send their man-at-.arm& to load, shove, 
or otherwise move the PCs into a con- 
veniont alls>y. 

Once the PCs are in a suitable loca- 
Mon, Melor draws his sword and trieg to 
intimidfltfi tham into handing over the 
potion. Sequins st.nnds hack, keeping a 
good field uf fire for his light frroflfibew, 


Neither Melur nor Stiquiufi will initiate 
violence; they would much rather com¬ 
plete their tnissiOTt without compliea’ 
tions. If necessary, however, they — as 
well as the men’at’arms — will fight. 

If the PC« win through to Oliaa with 
the potion, he pays them the remainder 
of their fee. If they return without the 
potion, he angrily derides them for their 
incompeteriee and demands the return 
of tho advance he paid them. 

A number Dfinteregting eODs&equoncog 
ean arise from this adventure. If the 
PCs were successful in delivering the 
potion to Olins, his enemies will certain¬ 
ly tiy to find another means of spread¬ 
ing Flessa^s fitjory or another way 
entirely of destroying Olias. If the PCa 
were unauccesaflil, Olias must find 
another method to silence Jeasa. In 
either case, the PCs could become 
involved, eiLher hired by Olias or on 
their own behalf. Over the lung term, 
this could drag the PCs into the yuliLi- 
cal machinations of the game world (if 
the DM 50 wdshes). 

On a more personal level, Meier the 


fighter (if still alive} might decide he 
wants vengeance on the PCs for any 
wounds or dishunor Jie auatained. Tn 
fact, if the PCs were successful, both 
Melor and Sequius migh t decide LhaL 
their reputations would suffer if they let 
low'level country bumpkins walk all 
over them without acme kind of retnbu- 
tion. This could develop into a long-term 
vendetta lasting for game years. 

Nightp^hade hiiuEclf can be tho focuo 
for futuro adventurea, While the PCa 
know where bo might be found, the 
final decision on whether he is found is 
Nightshade's. While ho might be availa¬ 
ble if the PCs naed necromantiu help in 
the future, it is mote likely that Night¬ 
shade will contact them for some errand 
or other (to fetch a mimic's bram,, per- 
hapL^, nr a ginut sqiiid'a aye). Night- 
shada's arhiti^ary nature gives the DM 
considerable freedom. Even though the 
low-level PCs now know a high-level 
wizard, if they go to him for assistance 
the DM would rather they not hat^e, 
Nightsliade can refuse ur tjimply not let 
the PCs eutei' his abode. £i 


LETTERS 

(continued from page 2) 


Dear editor; 

I have boon playing AD'&D for five 
years, and I got tired of being the good 
guy paladin years ago. So I changed to 
tho asaaseiii, ovau though the aesaeain 
must be of evil alignment. Thoro isn't 
one module that is made specifically for 
evil PCs. Mast dungeens can be altered, 
but they don't really conform to an ^'eviJ 
campaign,'^ Tf there are published mod¬ 
ules made for evil PCs, could you please 
tell me their names. Tf not, maybe T 
could see some in later issues of 
DUNGEON Adventures. Remember, 
assassins are people, tool 

Tim "Zuruth" Inne-s 
Novato, California 


AUh-Oi^gh is ti small <tnd dedi¬ 
cated minority that enjoys playing evil 

it not DUNGEON 

Adventnree*policy to publish modules 
that promote the cause of evil. While 
ujfi certainly don't want to tell individ¬ 
ual DMs what la do m their owtt cam¬ 
paigns^ our company standards do not 
aliotv us fa publish adventures that 
require one or more evii-aligned I^Cs. 
The inclushm of such characters is 
often diRmptiiie J.o n eo.m.pftiga and. 
does not foster coope.rfitinn and good, 
role-playing. 
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TORTLES 
OF THE 
PURPLE 
— Part 


SAGE 


Merk tells us he is spending his troca- 
ihfi urorkiTig more DSsD^ game 
modules to submit to DUNQEON™ 
Adventu,ree. Hi has also designed a 
baardgame and ts looking for a 
pubUshen 

Ihriles of the Purple Sage — Part 2 Min- 
pletes a JJ&D Kspert Met wilderness 
adventiire which began in UUNCJt^UN 
iS0.i.]e #6. This module was designed for 
a party nf 2-ft character^ ef 4th'10th 
level, iELCluding a cleric no lower than 
Sth level. Each PC should have t.wn or 
three magical items,, including magient 
weapons and arinon All PCs should he 
outfitted for a long-term wilderness 
adventure. 

This advenLure Lakes plaoe in the 
Known World of the D&D game^ as 
outlined Llu ougliouL Lhe D&D game 
ruJ,e hooka and modules, Tlie DM jina.v 
find it useful to consult the Compai^iou 
and Masters fiets^ aa well as most of the 
X-sei'ies of Expert Set modules, Expert 
Set module X9, The Savage Coastt, 
would be especially helpful, M Tbrths of 
ihe Purple Sage could easily serve to 
continue that module's direction and 
plot line, adding previously undeecribed 
areas to the Known World. The DM may 
algo place the areas and events of this 
adventure within an oitigting campaign 
setting, ns long as the geoigraphieal 
nrasR nf the nampfiign match those sot 
forth here. 

Moat of the statiatics for mrnristfirR and 
NPCa whose names are set in boldface 
type appear in the Combined Monster 
StuListiea Ikble at the end of this adven* 
tttre. The juTurmalioii on turtles should 
be supplemented by information from 
either module XS or the Crettiure Caia- 
loguci the value of tortle eggshell as 
armor-malsing material should not be 
overlooked. 


Through the gate 
stones, into the 
unknown. 


AdwdFlt hy.llin Hnllnwny 

Cartography by Diesel 


For the Dungeon Master 

If you have Part 1 of this adventure but 
havfl not yet played it, you can use the 
infermation. in Part 3 as a supplement, 
to o^pand the PCs' exploration of Rich¬ 
land IV&ding Post and the three lost 
ruins. 

If yon have played through Part 1, the 
PCs are most likely resting up ftom 
their croLSs-coiintry trek to get. the tur¬ 
tles safely to their egg-laying grounds. 
They should be continumg their inter¬ 
rupted plans to fmd the mouth of the 
Great Northway and claim the rew^ard 
offered by varioua kingdoms for its 
discovei.y. The best place fur Lhe PCs Ee 
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start h at Richland IVeding Post on the 
Toll GroGB Coast. The PC& may havs 
stopped there to hire a guide while 
esaortiiig the tortles to the Ryiot Hills, 
and the trading post is briefly described 
in Fart I, iti thia part, it is compLetely 
detailed and IneLudes a description of 
the Lawful Brotherhood Cleric Outpost 
that shares the grounds. PCs again 
have the option to hire a guide; they 
may alftn use the clerics' Ubraiy to 
research the history of the area fbr clues 
to the location of the Great North way if 
they failed to receive directionii from 
the turtles. 

If» however, the PCs were more 
kiLrlgued by the tortles' mention of the 
mysterious “PortalE to Everyland^’ and 
decide to fir&t unraTel the mystery of 
the ancient gate stones, they may set off 
for one of the loat, ruined cities in the 
area. Again, fl atop atBichland Trading 
Post allows them to gather information 
and perhaps hire & guide. 

If you want to play Part 2 without 
Part 1, tho beat place to start is at Rich¬ 
land Trading Post, I’he PCs may be 
there in the course of their travels, may 
have been shipwrecked along the Thll 
Grass Coasts or may head there from 
any city in response ffl rnTonra of trea- 
an re and loat cities on the Grass Plains. 

Of course, if the PCs know nothing 
about tortlea, the DM should still give 
them every opportunity to discover dnea 
to the operation of the gate stones (per¬ 
haps in the library iit Richland Trailing 
Post o^r from a tortie residLii^ there). If the 
PCs Lrvh to the Bylot Hills, they may be 
able to gather braken pieces of tortie 
eggdiell now that tire baby torte have 
Buccessfrilly hatched and been taken 
home — the eggshell being valuable not 
only 03 armor-making m&tori&l (oa per 
the Creof^we Caiahgve) but neoesaory for 
the operation of the. gate stones. 

Duidng the PCs’ travel use the wil- 
demo^e rules from the Expert Rulebook. 
The DM should roll ld0 twiM per game 
day, at dawm and dusk, for wandering 
monsters. On a roll of l-ii, use the Wil¬ 
derness Encounter Tables from the 
Expert Riiiebook (pages 30 and 35). On s 
roll of use the Great Northway 
WildernoFyi Fmoounters {see end of mod¬ 
ule). Tha DM may want to use module 
X9’s encounters as well. 

Richland Trading Post 

Richland Trading Post is simple in its 
layout^ consisting of a small cluster of 


buildings aurrouading a rectangular 
paiisaid.e. Within the fortlike stockade, 
an octagonal tower rises from a man¬ 
made hill. Tft.he PCs arrive by boat, 
they first gee t.he post's ,'in'-]nrig dock 
and ft trail leading to the south edge of 
the settlement. 

The trading post is populated by on 
exotic mixture of merchants, ad ventur¬ 
ers, artisans, pruspecLorti, natives, cloi'- 
ica, and that odd race of alrelled beings 
— the toi'tles. Tlie establishment was 
founded and is controlled by TVader 
Jack, an ox-mercetiary, ex-adventurer, 
and ex-pirate who was shipwrecked 


near this site iu.3ny yearn ago. He bnik 
the tower to stake his r.lnim to the land 
and later granted permission for clerics 
of the Lawful Brotherhood to build an 
outpost on his property. The combina¬ 
tion of a fortified tower and helpful 
clerics attracted explorers, Lraders, 
adventuj ers, and waft&^neUi and a 
bouming economy soon gi'ow about the 
small outpost. 

Lawful Brotherhood Cleric Outpost 

The cleric ontpoat at Richland Trading 
Post belongs to the Lawful Brotherhood, 



GREAT NORTHWAY 
LANDS 


^Bylat Hills 

Bylot J 


Semicircle 


-i^Tlortle 
^ Mound 




. Wkiehland IVadiajg Fast 
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o 

I 

1 

Timetable 

Time 

Activity 

Midnight 

Wor-sbip in temple 

1:00 A.M. 

Back to bed 

8:00 A,M. 

Worship in temple 

6:30 A.M. 

Brcahfnet 

7:00 A.M. 

Work or Tcading 

9:00 A.M. 

Worship in temple 

10:00 A.M. 

Meeting in outpost hall 

11:00 A.M. 

Worship in temple 

Noon 

Lunch 

12:30 P.M. 

Siesta 

2:00 PM 

Worship in temple 

2:30 PM 

Work 

4:00 PM 

WnrRhip in temple 

4:30 VM. 

Work 

6:00 VM. 

Supper 

7:00 gM. 

Worship in temple 

7:30 TM, 

To bed 


which Is responsible for the spiritual 
and bodilj^ well-being of the trading pqhut 
residents and gue:3ls. lb Iheue ends, tlxe 
brothers inaliiLuJji a temple> &^d 

infirinai'Vi and are instrumental in 
pi'oduciug needed goods and foodstuffs. 

If the rcs enter the trading post in a 
friendly^ nonviolent manner, they are 
welcomed by the clerics and provided 
with food and shelter in the Brother¬ 
hoods hoetcL The clerics will also heal 
wDunde if the PCs aek politely and 
perhaps give a small donation to help 
carry on tho Brothers' good works. 

The claries tallow a atrict schedule of 
sleep,, worship, and work. Cine to four 
minutes before each worship timn, the 
clerics and acnlyt^^fi gather in r.he chapfil 
Carea rihAX iSometimas olericft are 
excused from worship fbr special studies 
or work, or as punishment. Any excep¬ 


tions to the Outpost Timetable are 
explained in the area descriptions. 

Cloric Spells and 

I'he Lawful Brotherhood requires its 
members to memorize certain spells m a 
particular order. Only the Prior knnw.s 
fill 11 spells. hJnvIfioR hnva not learned 
any. Thejie .spells and t.hfi order in which 
they are learned are given below. 

Number 

af spell Memorized spell 

1 1st level: chcc light 

2 1st level: light 

3 2ud level: bkss 

4 2nd level: hotd joecson 

6 ^rd level: light 

fS 1st level: protection from evil 

7 3rd level: care disease 

& and level: sHe.n.cj’. rfid.ius 

9 4th level: eare serious waands 

10 Srd level: remove curse 

11 4th level: prclfec^^op^!. fTvm evil 

10 ' radius 

All Lawful Brotherhood clerics have 
AC 0 (uniess they decido to armor them- 
Eelves for combat), #AT 1, Drug by weap. 
an typs (maces), MV 12U' (4U'), and are, 
of course, of lawful alignment. Their 
remaining statistics are as fnllnwR.; 
Potrfo-rch; 00: bp 32; Save 09; ML 11. 
T^mfr Cfi; hp £3; Save CS; ML 10. 
Bishop; C7: hp 25; Save C7: ML 9. 
Elder: C6; hp 21; Save C6: ML 6 
Cwraie: C5; hp 18; Save C5: ML 7, 

Vicar," C4; hp 14; Save C4; ML 6, 

Prlesi: 03; hp H; Save C3; ML 5. 

Adept: 02; hp 7; Save C2; ML 4. 

Aeolyte; Cl; hp 4; Save Cl; ML 3. 


Outpost Cleric Positions 

(See text for detaib on each position and location,) 


Officini pnaitinn 

Title 

Level 

Spells known 

Prior 

Patriarch 

9 

1-11 

Bursar 

Lama 

8 

1-9 

Hostellar, Cellarer 

Bishop 

7 

1-7 

Almoner, Chamberlain 

Elder 

6 

1-5 

SaerLst, Communer 

Curate 

5 

1-4 

Dean of Order, Precentor 

Refectorian, Steward, Chancellor, 

Vicar 

4 

1-3 

Sub-Eacidst, Sub-prior 

Secretary, Master of Novices, Chapel 

Prie&t 

3 

1-2 

Keeper, Granator 

Adept 

2 

1 

Novice, Servant* 

Acolyte 

1 

None 


* Includes any teoichcr, doctor, gardener, etablo hand, animal keapar, or other 
poeition lieted ns belot^ng to a eorvant of the Brotharhood. 


Area Descriptions (DM Map 2) 

Several areas of the trading po-st are 
patrolled by sentries. A sentry is nearly 
always (except by the DM's discretionj a 
low-lovel fighter of unexceptional abili¬ 
ty (AC ^ (chain mail}; Fl; hp n.fi; MV 
9fl' (300; AT ]; Dmgby weapon type 
(long sword); Save FI; ML 7; AL any, 
but usually lawful). 

1* Dock+ The solitniy wooden dock 
jute 50' out from shore into the crashing 
surf. The decking ia supported by huge 
wooden pilings driven deep into the 
ocean floor. Only the PCs' vcescl (if they 
arrived by water) is currently tied to the 
dock. A ehort, well-worn trail leads from 
the landward end of the dock toward a 
cluster of buildings just out&ide the 
south wall of the trading poet. 

Vaasals are free to tie up to the unat¬ 
tended dock on a first come, first sjerved 
befiiFi at Tin r.tifirgiF!. Any hnatile Bjctions 
are spotted by the sentries atop the 
palisade. An immediate signal is given, 
and all inhabitants of the trading po&t 
arm themselves against attack. The 
gatehuuaes am closed, and anyone 
trapped outside the walls is left te the 
att&ckei's’ meicy. 

Croftsmen^s Workehopa (areas 2-11), 

Talented artisans toil in these shopa to 
produce what the trading post needs. 
Each muni couLains supplier, Luola, and 
fiiii^hed goods of one ciafl, Finished 
goods sell at standard prices, and the 
craftsmen also do work foi" hire. 

The particular details of each of these 
work areas have been left for the DM to 
develop as appropriate to his campaign. 
All craftspeople arc normal huitiana and 
shore much the same statiEtics (AC 0; 
normal human (HD 1); hp 1-8; MV 120' 
(40'); fAT 1; Dmgby weapon type; Sava 
as normal human; ML 0; AL any). If 
dflfiired, 0-3 (ld4 —1) apprentices (nor¬ 
mal humans with 1-4 hp) may be added 
to each shop; these are moat likely chil¬ 
dren or other family members learning 
a particular trade. 

2. Cobbler. Shoes and boots can he 
made to order in 2-0 days. The cobbler 
also does repairs and stocks a acloction 
of reedy-to-wcar footgear in a wide 
range ^ siaea but little choice of style. 

3- Saddler and Bridle Maker, Sad¬ 
dles, bridles, aud saddle buga are availa¬ 
ble here. The leather worker can ulau 
mend tack. 
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4, ArmoMf. Any weapon listed on 
page 19 of the Exp&ri Rui&book is avail¬ 
able hers. The armorer makes edged 
weapons^ shields, banding idr horses, 
and chain mail and pJate mail armor at 
his forge. 

5. Wood and Stnne Carver. Decora¬ 
tive and utilitarian itemfl of wnod and 
atone fbowis, trays, statues, etc.) are 
a.vu] table here, (tinstones and jewelry 
can be appraised, but the artisan will 
not purchase them. 

G. Tanner, Tl^e leather worker does 
her own tanning (a smelly procedure 
about which her neighbors constantly 
complain), She sells tanned hides to the 
cobbler (area 2) and saddler (area 3) but 
keeps the best skins for the leather 
armor she makes and sells. 

7. Metalenuth, This craftsman works 
in copper, silver, gold, and platinum. 
Coins and metal ore can be exchanged 
hoTo for gold pieces of equal value, less 
a b% exchange fee. 

8* Blacksmith. The ring of metal on 
metal greeta all travclnra as they 
approach the trading post. The black¬ 
smith shoes horses and makes useful 
items !*uch as fireplace pokers and pot 
liouks. 

9. Puller. Thia textile worker proc¬ 
esses cloth by shrinking and pressing it 
to increase its weight and bulk. 

10. Cooper. The barrel maker is 
almost as round as his watca. He pur- 
chaecE formed barrel hoope from the 
blacksmith (area S). 

11. Turner. The turner operator a 
foot-powered lathe to produce decorative 
items such aa tabio logs, candle fiticks, 
and even wooden flutes. 

12. Pnrter'^s T^ndgp. Thisi room i.q 
Currently vacant. Any prlRoners taken 
by the clerics of the Lawful Brotherhood 
will be locked in this room. 

13. Well* The well is a simple !*tone 
structure H' i^i ihunteLer end 3' high. 

The water is pure and abundant. 

All persons who are listed in ^(h^ecs 
below are clerics of the Lawful Brother¬ 
hood. Thoif &tatistic& are listod by their 
positions on the Outpost Cleric PoaL- 


tiona table. Certain Ist-level clerics arc 
given Isse desirable jobs to test the 
strength of their vocation. Statistics for 
Ist-level clerics are listed under 
“Acolyte” on the Outpost Cleric Posi¬ 
tions table. 

14. SnhnoLniBRter^R lyiriging* The 
sc.hnalm/ijitfir sleeps in rpom 14A at. 
night. During the day, he is in the 
school iarea IB). One roemfliB) Is 
vacant, reserved for visiting clerics. 
Lawful PCs who decide to leave their 
party will be allowed Lo stay hero. 

15* Scliool. This wood-and-stone 
structure is detailed below. 

15A. Scriptorium. The first floor of 
this two^tory building ia a writing 
room. Here, manuscript pages arc writ¬ 
ten, copied, and illuminated (adorned 
with ornamental deeigne, miniature 
paintingB, or Icttoring in brilliant colors 
or precious meials). A section of the 
scriptorium is partitioned off as a locked 
aeoretarial office which contains blank 
parchment, sandboxes (for erasing)^ 
pens, ink, and 5 gp worth of gold leaf A 
locked Kt.rnnghox in the office oontainR 
143 pp. 

In the acrlptorium, 10 stools face 10 
desks with slanted tops. Ooe to fbur 
adepts sit in the writing room each day 
during work periuds. The Bursar^ in 
cliarge of all nionc.y and supplies, ruans 
the secretarial office. He carries two- 
keys: one to the downstairs office and 
another to the strong room upstairs. 

The room above the scriptorium is a 
library. The books are kept in 10 book- 
casea with four shelves each. Each shelf 

holds about 2& volumco arranged by 
oulioect, which include: temple founders^ 
writingB, history and lives of famous 
clerics, Brotherhood law and civil law, 
and the writings of many famous peo¬ 
ple. Six wooden tables and 24 chairs are 
placed about the room for reading and 
Studying. There are more candles for 
lighting than in sny other ronm. 

One section of the library ifi a locked 
atrong room that contains ancient 
books, a scroll, a map, a flat wooden 
box. and a locked strong box. The scroll 
cuntainb three fourth-level clerical 
spells; uftimuie ifeuii. c;re«.(t asi!>tef\. aud 
£i^,vpvil The sti'ongbox liolds 0 pp. 

The nrap ahows the Savage Coast po&i- 
tiona of all Lawful Brotherhood cleric 
outposts. It does not show the Great 
Northway^s mouth. The flat wooden box 


contains the torn halvca of book 
receipts, which show who borrowed 
books that have not yet been returned. 

One to four adepts road in the library 
between 7:00 and 9:00 A.M. every morn¬ 
ing. The Chancelhr is in charge of the 
library and the secretarial office. He is 
in t.hfi library every dsy and earrioa 
keys to the secretarial office and the 
sdrong ronm. 

A PC who takes 1-4 days to search the 
bookshelves finds important informa¬ 
tion in the section on history and lives 
uf famuus clerica. One text mentiuns 
AkubUiUi Lhe MerchauL, who ^jailed past 
the Savage Coast aud found the niouth 
of the Great Korthwa.y. Other texts 
describe the effects of the devastating 
earthquake that moved the Great 
Northway's mouth north from the Tkll 
Grass Coast to the. lands at the end of 
the Savugc Gulf. Later, Lawful Brother¬ 
hood memberE foimd peaceful, hard 
working farmers irrigating crop& along 
the muddy river's banka. The Brother¬ 
hood decided to discourage profit- 
soaking explorers from roaebing those 
innocent natives and directed each 
outpost to take appropriate action to 
prevent, civiliwed part.ies from pontarit- 
ing the defenseless riverbank dwellers. 

15E-G. Novitiate. This area contains 
a dormitory (ISB) and classrooms (150 
for [he noviuea and private quarters 
(15D) for theh teathei", the Mttsitr uf 
NbaA'tfS, The Master and rivukejs are 
pi^ent at all timea, the novices rarely 
leave the novitiate before they become 
adepts. 

The novices each posBeas a change of 
underwear., one tunic, a pair of sUppci^, 
a pair of boots, a pair of leggings, one 
blanket, two pairs of white socks, a 
leather bolt, two handkeechiefe, needle 
and thread, writing materials, and 1-3 
personal books. 

This building also contains a school¬ 
room (15E) for ordinary pupils with 
lodgings (ISP, 15G)for two who- 

re-main within tlia building 90% of the 
time. The young male naGvesi and tor- 
Gea (usually 2-8 of each) who study here 
live in the Almonry (area 17B). 

16. Huetul. Theau travelers^ acumimo- 
datiuna tu e builL aruuud an upeu cuurl- 
yard. The building eoutaina ^tables for 
beasts of burden (16A, 1GB), four Bmall 
bedrooma {leC'F)^ and a dining area 
[leOfor viaiting travelers. One locked 
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ruuni (IGH) is used fbr atoiing mei- 
cliants' ffoods. Visitors are requcstod to 
lodge at the hostel during their stay at 
the trading post. No camping is allowed 
within the grounds. 

The Hostellar ia in charge of the hoa- 
tel and the diatinguiahed guests’ house 
(oren 37). He visits travelers during 
working hours unlese he has been aant 
On an errand. The HestoLlar carries a 
key to the strongbox at the distin¬ 
guished guests' house- 

17. Multi-Purpose Building. 

17A. Cellar and Storage Area- Tn h 
locked cellar below ground level, large 
casks filled with wine, ale, and beer are 
piled helow sausages and cheeses that 
hang from the rafters. Dried fhiit and 
salted fish are packed away in boxes 
stacked against the walls. A locked 
strongbox contains 2-12 pp and 1-6 
geiiiatunes worth 150-1.000 gp each. 

On the main noofn a locked storage 
area contains furniture and supplies 
that the PCs may buy at cost frem the 
Comnwtisr. For a Complete list of nor- 
rnal equipment Available, see page 10 of 
the £jfj?er^ RulehiNik. The Commoner 
supplies the clerics with any extras to 
what 13 provided for all. He carrics 
threc keys; one to the eclloXi one to the 
strongbox, and one to the storage area. 

17B. Almonry. This room is tbr pil¬ 
grims and poor traveiera. I'he young male 
nativeg and turtles who study at the 
school larea 15E) sleep here at night Tbe 
AfjTJoner is in charge of eePecting almK 
anri flriniiniKreTingt.be fllmnnry schnol. He 
beeps accounts and maintains the almon¬ 
ry during the day. The Atmnner carries a 
leather pouch containing 1-100 ep. He 
yiill accept any dunations and will give 1 
gp to any PC who begs. 

ITC. Bath and Latrine, 

17D. Inflrtuary. This area serves as a 
place where medicinal leeches are 
applied to bleed the sick, and as addi¬ 
tional surgical space. If PCs refuse to bo 
healed by the clerics but still seek medi¬ 
cal attention, they arc brought here. 

The doctor from building 15 comes to 
apply 1-1 blood leochaa to the patient. 
The blood leeches cause 1-4 hp damage 
per day they are applied. 

In addition to eight beds, a search of 
the infirmary can reveal five normal 
daggers of various sizes, one oil flask, a 


50^ length of rope, a large sack, a tinder 
box, a brazier, a dull sword used for 
cauterizing wounds (1-4 hp damage per 
application, but tho wound is scared 
closed), oix filled watcrsltina, and eix 
wineskins holding a quart of wine each. 
A fla&k containing ■1-24 medical losehes 
in water ia used for transporting the 
leecheE. Theiy die iflofi out of water for 
more than 24 hour^i- 

l 7 Er MetTinghTsitl ami normitory- 
This area has a large hall belov^f anri a 
dormitCiTy fibnve. All claricfi except 
novicRR gathsr in the meeting hall eve¬ 
ry day from 10:00 to 11:00 a.m. to dis- 
cussi the tlftric outpnftt'^? hu&inesa. The 
meeting ia led by the Sub-prior. The 
room's walls are lined with chairs. 

The dormitory walla above are lined 
with box beds, wooden frainea crisa- 
croased with ropes holding dowm-filled 
xiiattj.'es&es. At each bed's foot ia a 
locked strongbox containing a cleric’s 
peraonal belongings and any clothing 
not currently being worn. 

Each cleric has two tunics, one change 
O'f underwear, seven pairs of white 
socks, two pairs of slippers, two pairs of 
boots, one psiir of leggings, a scapular, 
two cowls, two head caps, a leather bolt, 
Bfivyral h!mdkwchiie-ff:i two blankate, 
needle and threrid, writing materials, a 
holy symbol necklace, and a key to his 
own strongbox. Wome clerics have their 
own personal books (3-Ei.>. 

'I'he clerics are only in the dormitory 
during siesta and at night, The Dean eff 
OrjT^frtwIm can he anym?Viere) makes 
sure all cl erics attend Worship and Lheir 
other diitipa. 

ITF. Refectory and Wardrobe- This 
tw^o-atory area has a dining hall below 
and a ckithes atrirage room with laundry 
abuvt!. In the dining x uunt, long benched 
&UUid beside equally long wooden 
tables. Meals are served on wooden 
plates. The J?e/eciariHn is in charge of 
the dining hall and directs the adepts 
w^ho wait on tables during meals. Moat 
clerics arc here during meal periods, 
either outing or serving, 

tlpstnire in the laundry, clothes are 
washed by hand in coppor tubs. The 
Chamberlain auporvisos the laundering 
and pressing of dories'^ clothes. He car¬ 
ries u leather poueh containing 2-2U pp 

l7Gr Kitchen- The floor of this rnom 
is oov'ered W'jth blood-stftineri Kaw'rinst. 

A wall rack holds a numher of large 


knives (ti^eat as normal daggers} and 
meat cleavera (treat as hand axoa), Thb 
eonter of the room is dominated by o 
large, blood stained chopping block, 3' 
tall and 3' square. 

Tho kitehen contains many dishes, 
pots, pans, and waterskins tiill of vari¬ 
ous fluids, eapecially wine and ale. 
There are 1-12 norma! rations worlh of 
vegetables, fruit, bread, cheese, eggs, 
and fish. The r^d copils of a large cook¬ 
ing fire glow on the hearth. 

The in charge of meat, 

Kiipplies, and victuals. He carriefi a 

leather pouch that contains 10 pp. 

18. Physic Garden. Plants used for 
making medicines arc grown in this 
garden. To determine exactly what 
herbs are grown ULid liow much avail¬ 
able, roil Ido three times and lefej' Lo 

the Rare Spices Tbble in Part 1, on pae:e 

■iS of issue #G. 

10, rhysician^s ITouae- Thia building 
contains both the doctor’s quarters and 
rooms for very sick patients. There or<i 
no patients hero now, but the doctor (a 
servant of the elorica} is cither inside er 
at the infirmary [area 17D}. In addition 
to the doctor'e personal belongings, the 
building contains, a lantorn, a hand- 
siaed atoel mirror, a bulb of garlic, throe 
wooden stakes^ a mallet, a water ikin 
holding a quart of water, and one bunch 
of wolfsbane. 

20. Cemetery. This walled enclosure 
cental ns a burial gi'ound marked by 
simple stenesi and sculpiure. No untiead 
creatures dare to enter the cemeteiy of 
a lawful cleric outpost. 

21. Gz'uiii Fields, 

32. Well, This structure is Identical to 
area 13. 

33. Duck and Goose House- IVenty 
ducks and IS geese live in pens sur¬ 
rounding a central building. Each pen 
contains a brick lined pool of water. The 
fowl are heard during the day from 
several yards away. At night, these 
noisy birds are chased inside the small 
round house and shut in. If the housed ift 
disturbed at night, the poultry keeper is 
alerted by the honking and hissing of 
the geese. 

24. Poultry Keoptr'fi Houxe. Tho 
/wufr/y keeper is prase-nt here at all 
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t.iiTififl. morning he releasses the 
fowl from buildinge 23 nnri 2S into tlieir 
pens and collects 4-43 chicken, duck, 
and gooso eggs. 

25. Hen Huuije. Thirty‘Six bans and a 
few ruusLera live in peEm aumoimdinEJ a 
central buildliiig, TTie Iikiih eiiLer Llie 
small, round house at dust to roost on 
their eggs. The fowl ai^ heard dvu'ina tlie 
day from aeiFtral yards away. At dawn or 
if disturbed during the night, the roosters’ 
crowing can be heard across the trading 
post, If thiC rooSFtera crow, the poultry 
keeper ie alerted. 

26A, Horse Stable^ Two to 12 mares 
used as riding horses, 1-8 donhoys, and 
1-b mules are etabled here. Si^ two¬ 
wheeled carts are stored beside the 
mules. Half the overhead area is floored 
for use as h hayloft. 

2AB. Servants’ Qn artery. 
haTtd$ live here and are almost always 
to be fbund in the harn. 

26C, CtftUe Stable^ This is the home 
of 2-12 oxen. Six yokes are stored here 
with six plows. Above the stable is a 
hayloft, 

27. Gardener^a tlouae* The gru'd^fi^r 
tends crops in the vegetable gaiden 
(area 2-SB). When, not in the garden, he 
K in his house. 

28A. Grape Arboiv A wooden fraiae- 
worh supports vines hearing both green 
and dark purple grapes. 

28B. Vegetable Garden. Neat revre of 
vegatables grow inside this walled enclo¬ 
sure. Familiar vegetables — carrots, cab- 
hflge, turnips, and parsnips grow in 
this garden Vegetables which maybe 
stranga to the PCs also grow herer toma' 
toea, potatoes, squashes, pappers, com, 
and string beans. These plants should 
only be described to the PCs, not named, 
to enuDurage a little guesswork. 

2d. Orchards Tills area ooiituins 
pruned and trained fruit trees: apples, 
poare, peaches, pluma, and cui'raiitjj. 

30» Ditoh. The ditch aurreunding the 
bailey is 20' wide and 10' deep. Rain 
water has collected to ft dopth of 6'. 

31. Palisade. The sharpened logs 
from which the palisade is oonstmeted 


stand 20' high. 

32. Cat walk. A 5'-wide walk 3' from 
the top of thepfllinflrie, rung completely 
around the bailey. 'The cat.wfilk is acces- 
Bible via two ladders at each nfthe 
three gatehouses. During the day, four 
aentriea patrol the catwalk at random 
intervals. At night, eight sentries are 
ported. 

^A. South Gatehouse (Water 
GateX The drawbridge over the ditch 
can be hoisted by two men using a 
windlftsa in the gatehouae. A metal- 
ohenthed portcuTUs cun be dropped 
quickly across the opening by chopping 
its supporting rope. The gatehouse juta 
past the pali&DMlo so its roof can be used 
as a fighting platform. TVo ladders 
inside the bailey stand against the sides 
of the gutahouse allowing acoosfi to the 
catw’aik, lighting piatfomiT drawbridge 
windlass, and portculiia support rope. 

33B- West Gatehouee (Sallyport). 
Sae the South {^T.ahoiTfie (;33A>. 

d3C. East Gatehouse (Poktem). See 
the South Gatehouse (33A). 

34. Bailey^ The courtyard inside the 
pftllsude is divided by dirbstreelfj and 
muddy alleys. Eleven buildinga stand in 
the bailey.- 

3&. 'Temple. 

35 A. Chapel, This chapel is for both 
the novicc3 ftnd the clerics. The Chapel 
Keeper ie in charge of this worship area 
and maintains the area. The chapel 
contains one holy symbol worth lOO-GOO 
gp and eia holy wator vial&. The bare 
stone is not dfOcoratod, although numer¬ 
ous woodon altars stand on the floor 
throughoat the building. 

The Precentor is in charge of temple 
music and pereTnenie.'?. He files music 
and rehearftefl the choir. All clerics and 
novices are present during worship 
periods. 

35B, Sacristy. The sacristy is where 
cei emunial cluLhiiig. banners, and 
standai'da we stored between worship 
BorviteB. In the locked aacristy are sev¬ 
en vestments embroidered with gold 
thread (worth 25 gp each) ftnd temple 
Ornaments of gold, ailver, and pnecioug. 
atoncG (worth 1.000-6 jOfK) gp). 

The Sacrist looks after temple mainte¬ 


nance, lighting, and cleaning. He is also 
in charge O'f Etoring reremouial robes, 
hats. Hags, and standards. He earri&a a 
key to the sacristy and is in the vestry 
during work periods. The Suh-sucrisf 
helps the Sacrist in performmg his 
temple duties. He asai.sts in the vestry 
when thfi Satriat is there. 

35C. Vestry. The veatry is whore t.he 
thief clerics go befbre and after Lhe 
ctreiuuny to change into and out of 
their robes. There is a locked strongbox 
iu tlie veatr.y coiitaiiiiiig 2-12 pp. 

36. Commercial Bailding. 

36A. 'Trading Hall, During daylight 
hours, thia large chamber ia filled with 
noise and activity. Anyone who has 
anything to sell or buy comes here to 
trade. Long, wide trestle tablca divide 
the hall and hold the trade goods. Piles 
of polts, precious atonas, apiece^ and 
manufactured goods fill the air with a 
strange mixture of odors. The mood in 
the hall is generally jovial, and food 
vendors? walk through the crowd hawk, 
ing their tasty wares. Nearly any stand¬ 
ard tonlR nr gnnrifi nan he bought^ sold, or 
traded in this hall, usually ar a fair 
market price. Livestock and captured 
wild animals are traded at the watering 
trough (area outside the hall. 

At night, the hall transforms into a 
dluing hall fur a free feagt given by 
Tradei' Jack for all iiou-clerical trading 
post visitoi-g and inliabilants. (Clerics 
have their own kitchen and dining hall 
in building 17.) By midnight, everyone 
finds a quiet comer to sleep where 
Hftwly-purchaBed goods and unsold mer¬ 
chandise ecm be guarded. 

Most business is transacted in this 
trading hall, including the hiring of 
merconorioa and epacialistB. Hired boI 
dier^T alchomists, armorors, animal 
trainers, engineers, sages, seamen, 
spios^ and wiidomess guides move 
through the crowds looking for work. If 
any memtwr nf r.?n 5 party mentions that 
they are looking for particular goods or 
services. It will not be long until 
one approaches them with information 
on w'here their needs can be ftilfilJed. 
Everybody helpa everybody and few 
qucslIociH une asked. 

If the PCs need to hire a guide, they 
may choose among the thi^ee cun ently 
available (see Part 1 , pages S4-55> issue 
Of course, if a guide was previoualy 
hired and proved acceptable, he may be 
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liirbJ If uii guide 

returrsed to the trading po&t and the 
PCs catch sight of him, there may be 
troubic; 

36B. Guard Quarters. IVo of IVader 
Jack’s finest mcrcenaricB armed with 
awordg ijttind guard hcvc day and night 
to keep watch ever the tradcr’e woi'es in 
the uext room (360. 

33C. Wares. Valuable commoditioE 
purchased by leader Jack are stored in 
this locked chamber. The room contains 
a crossbow with dC tjuarrels in a ease. 
One long bow^ one short bow^ 30 silver- 
tippoii arrowR, a lif^ht eafJipiilT., five 
pitch shots, a silver dagger, barding tbr 
one horse, chain mail armor for one 
human fighter, plate mail armor for one 
human fighter, a grappling hook, one 
holy symbol worth 25 gp, a vial of holy 
water, a set of Lhiefs tools, a saddle with 
bridle, and a looked chest. Inside tliu 
cheat are a +2, 10 iur-ouis +1^ a 

atiit of EJ TJJcrr f i, a potion of 

diminuiion, a scroll with a spell, 

a ring of cttttmal controf a wand of 
enemy detection, and a bcig of devouring. 


36D* Grunary. This room is a store- 
house for brewery grain. The Grtmator 
looks after the supplies of wheat, barley, 
and rye. 

37. Priory (Distinguished Guests’’ 
Houac), Those quarters for guests of 
quality arc currently vacant, PCa may 
stay hero only if they arc at the 0th 
level of experience or above. 

This dwelling is richly decorated and 
finely furnished, it has glass in the win¬ 
dows, carved wooden ceiiingg, and foui' 
tapestrieg (worth 250 gp eacb^ hanging in 
each of the bedrooms. The house contains 
a small chapel (fl7A), two betlchsrriherg 
C27B., 37C>, a wine cfi-llar (■■37DX buttery 
C37E), wardrobe CJTF], Etorerooms (37G), 
office (37H)f study (371), and parlor 137J>. 
A hob Eymbol (made of tortle ^ell) hangs 
in each room. The buttery oontasns silver¬ 
ware worth 1,000 sp, In the chapel are 
vestnieiiii: einbroidtired with gold thread 
(wodili 25 gp). A locked Hfioiighox contain¬ 
ing 4-3G pp ia kept in tlie office. 

It La near ly unpoaaible to see tlie Fi-ityr. 
He i& in. charge of ell clftrics at the out¬ 
post and decides what each doea. He has 
a oountil of senior clerics to advise him 
and two assistants to help in his work. 


The Frior’a SecrefUJT rups erraiids, 
writes letters, and serves as the Prior's 
personal aasistant. Tlie Pr5oi‘^& Sieward 
orders supplies, supervises househcld 
sorvantsj and checks on the condition of 
rooms, furniture, linen, and clothing. 
The Prior, Secretary, and Steward are in 
the hougc at all timo&, except the Secre¬ 
tary when running on errand, 

3&. Well and Watering Trough, 
Livestock and captured wild b&aata are 
traded here during the day. At night, all 
animals are placed in appropriate 
barns. ’Wild animals are locked inside 
cages, in the kennel (43B>. 

59. Food Services Buildings. This 
fli'ea, maintained by /^ripfffs (ard-level 
clerics), supplies the Lawful Brother¬ 
hood and much of the surrounding area 
with food and drink. It is fhrther 
detailed below. 

39A. Wine Press. The vintiter ia a 
priest wdio presses grapes during work 
periods, 

39E, Buttery. This buttery is a store¬ 
room for liquors. 
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39C* Brewery, The brewer is a priest 

whtj Luiltt here during wurk period^n 

39D. Kiln, The potier is a priest who 
throws clay pots and fires them in the 
kiln. 

3^9E^ Fruit-Diying Heuse. Grapes, 
apples, apricots^ peaches, and plums 
hong to dry on racks in this boildingH 

39F. Kitchen. See the descripticm of 
area 17G. 

Mil], The m-iiiwright is a priest 
w^ho grinds grain during work hours. 

39H. Pantry. This is a storagie room 
for provi-sirnns, gla.siswflre, pistes, and 
eating ntenAils. 

391. Bakery. The baker is a priest 
who tuila here during work periods. 

49. Barn with Thresliing Floor. Tiiis 

lai'ge building ia stacked to the rajn:ei'& 
with dry fodder and grain to be 
threshed. 

41. Shecpfold. The Bhepherds^ quar¬ 
ters arc here among 4-34 ehoop. The two 
ehepherde are let level clerics and arc 
always here. 

42A. Kennels. Usually; 3-12 dogs can 
be found in this Jcoonel. 

42B. Wild Animal Storage. At night, 
a cflptnrpji wild animal brought for 
trade is caged in the one empty kennel. 
Tb determine which wild animal ia here, 
roll on the Great Northway Wandering 
Encounter Tables for Animals, under 
any type of terrain hooding, 

42C, Stables for Servants’ Horses 

and Oxen. The ffrooins^ quarters are 
here among 2-13 riding horses, 2-12 
draft horses, and 2'12 ocxen. The two 
grooms are almost always here. 

43. Goat Sheds, 'Dk g^tUherda' quar¬ 
ters are here among 4-24 gcate. The two 
goatherds are servants of the clerics and 
am alwaya here. 

44. Pigsties. The sitJifjcAerds’ quar¬ 
ters are here among 4-24 pigs. The two 
swineherds virtually live with their 
pnreine charges. 

45. Cow Sheds^ The quar¬ 


ters are here among 4-34 cows and 
calves. The two cowherds are here 
unless they are delivering milk to the 
kiL;;LiejiS (17G. 32F. 36B). 

4G. Stables for Mai'^a and Foola, 
This stable is empty at present, except 
for a few minor tools. 

47. Motte. The motte is a human- 
made earth mound mcastiriag 240’ in 
diameter at its base and landing 30^ 

high. The earth used to construct the 
motte was dug from the surrounding 
moat. Tho matte’s top is flat and maa- 
cures bU' in diameter. 

48. Moat. The moat is 4U' ocroas and 
la dug 20' below ground level. Rainwa¬ 
ter has collected in the moat to a depth 
of 15', The moat completely surrounds 
the motte and connects with the ditch 
surroundlTrif the bailey. 

49. Flunk Bridge. A 3'-wide plank 
bridj^e sti atchas 45' uenuss the moat, 
conneeting tlie bailey to the ba^e of the 
motts and the timber st-air. 

50. Timber Stain A lO'-wide wooden 
stnirenso climbs the side of the motte 
from the end of the plonk bridge to the 
door of the keep^e gatehouse. 

51. Secret Entrouee^ At the baea of 
tha motte facing northw^est, a coDcoaied 
ontranoa and tunnel lead to the 
dungeon level of the keep (66). Even if 
the moat is filled to the top, this open¬ 
ing Ifl ntill r nbfvvp.. water level. Tti use 
the secret entrance, the moat mnat he 
crossed. 

32. Palisade. The sharpened logs 
from which the palisade is constructed 
stand 20' high. 

63. Catwalk. A G'-wide walkway 3' 
from the top of the palisade runs coni' 

pletely around the keep, The catwalk ia 

atceeaiblo via two exterior ladders at 
the gatehouse. During the day, two 
sentries patrol the catwalk at irregular 
intervals. At night, four sentries are 
posted, 

54. Gntehouae. This gatehouse hae 
no drawbridge. A metabsheathed port¬ 
cullis can be dropped quickly across the 
opening by chopping a aupporting rope. 
The gatehouse juts post the palisade so 
its roof can be used as a fighting plat¬ 


form. Two ladder;^ atand against the 
sides of the gatehouKR allnwiug access to 
the catwalk, fighting platform, and 
portcullis support rope. 

Trader^B Keep (ureuB 55-59), 

This stonewalled bower replaced a 
wooden structure built by Trader Jack 
when he first landed on the Tall Grass 
Coast. The roof of the keep ia 30' above 
the top of the motte; the countryside can 
bo viewed from a height of 110'. Six 
arrow loops pierce the tower walle 5’ 
nbovo the ground. Sii: grilled windows 
are set into the tower walla 16' above 
the ground, Four stained-glass windows 
are 25' above the ground. Three chim¬ 
ney pots stand atop the ehimney on the 
north side of the tower. The edge of the 
roof ia crenellated with merlons and 
emhraRures. ^^ep. the in.qpt map for 
details of the tower's four levels. 

DiiTtgeoTi fjevd 

The sLone walls and flour of this level 
are 10' thick, 

55A. Well Hoorn. A spiral stairway in 
the northeast corner of this poorly lit 
chamber leads to the basement level 
(66), A concoaiod door in the northwest 
corner eonneeta with the secret door at 
area 61 via a long, downward-sloping 
tunnel. In the center of the room is a 
fresh-wator woll 150’ deep. 

55|i. Frisoper’s Cell. The door to this 
coll is unlocked. Inside the cell Is a 
rnrt.1«^ who is actually a guest of Trader 
Jack. His modest accoiuiuodation was 
fine of two left in the konp for visituns. Tf 
this part of the adventure is run before 
the PCs are hired by the tortlea (or if 
they have declined to help), he is pack¬ 
ing his purple garmentis to leave for 
Yu^ak and Uie centeimlal pilgrijiiage tu 
his ancestral egg-iayhig grounds. He 
Can be hired for 0 gp per day to guide 
thtt party directly to Yozak. 

65C, Prisoner's Cell. This cell ia 
currently empty but con be used by 
gucsta of Trader Jack, Adventurers who 
break any rules or offend Trader Jack 
sro imprisoned in this dork room. 

JS^l5emen^ Level 

SHA. Entryway. The entrance to this 
short, hallway fs guarded by a metal- 
Bheathed portcullis which can be 
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drnppfifl flf.rnKRt.hp pppning by chopping 
itg support rope. Doing so might trap 
would-be attacifjers In the gatehouse 
between portculli or inside the entry- 
wuy^ where large wooden doors barred 
from the inside block their passage. 
Arrows or boiling water tan be puuiTed 
onto trapped invaders tlu’ough tliree 
murder holes in the ceiling from the 
guard room (57B) above. 

Kitchen. This room's floor is 
covered with sand flecked with blood. A 
rack on the wall holds a number of 
large cleavers (treat as hand nxee) and 
carving knives (treat ae normal dag¬ 
gers). In the room's center is a large^ 
wooden, blood-stained chopping block 
about tall and square. 

The kitchen contains food preparation 
utensils and eating implements of all 
kinds. Waterskins full of wine and ale 
hang from vronden paga on the wallR^ 
and a dead duck and chicken are sus¬ 
pended by their necks fleom the rafters. 

The door to 56A can be barred from 
the inside. A spiral stairway connects to 
Lha du^igeoji level below and the great 
hail level above, Au arrow loup piert^a 
the wall near tlie spiral stairway. 

56C. Armory. This door is lockcd- 
Any type of armor or weapon listed in 
the Expert Rul^ook can be found in 
this chamber. The room ia lit through 
two arrow loope. 

3GD, Storfkge. The doer is net locked. 
Large supplies of foodj drinks woodj and 
household supplies ere stored in this 
chamber. There are 1-112 normsl rations 
here, The room is lit through three 

HITOW Inop-R. 


Great HaU Levsl 

A spiral stairway connects this level 

with the solar level above and the base¬ 
ment level below, 

57A. Great HalL The great hall is 
richly decorated and fioely futnished. 
There ia glass in the metal-grilled win' 
dows arid the ocilinga ore of carved 
wood. A large oak trestle table stretches 
dO' aefoes this fireplace heated chamber, 
Eight&en carved wooden chairs sur¬ 
round the impressively set table. The 13 
silver platen are worth lU sp each, and 
the five utensils and goblet set at each 
place are worth 10 sp more. Five beantj- 
fill tapestries (worth ]Sn gp each) hang 



1 


1 

L / 




from the ceiling beams. Between the 
two doors On the south wall is an unfin¬ 
ished map of the Great North way londe. 
Richland Trading Fob! is shown along 
the west coast, Tho ring- and tortle 
shaped earth mounds (see Part 1, pages 
5S“59, issue #3) are shown as water 
holes. The Great Northway and the 
locations of mined cities are not shown. 

S7T1. Guard Roum. This room is 
directly above the entryw^ay (5fiA>. A 
portcullis wlndlasf! stands to one side of 
the room. Unless the tower has been 
recently attacked, the metahaheathed 
portcullis lianas supported by a rope in 
this ruoiii. A dooj' readied by aquetizing 
around the suspended portcullis leads 
outside to the roof of the gatehouse, 
which serves as a fighting platfoi-m. 
Three fist-3u;ed murder holes pierce the 
floor of the guard room and allow the 

entry way to be observed or defended. 

The guard room is illuminated through 
two grilled windowE. 

ib'o^flr Level 

A spiral stairway ronneets this level 
with the roof level above and the great 


hall level below. This level i& richly 
decorated and finely furnished. There is 
&tamed-glass in the vrindo-wa, and the 
ceilings arc decorated with wood carv¬ 
ings. A holy Gymbol and a tapestry 
(worth 250 gold pieefla) hang in each 
chamber. 

It is nearly impossible to see TVader 
Jack without an appointment. Ho is in 
charge at'the entire trading poiat (eiccopt 
for the clerics) and decides what every¬ 
one else dnas. Afaisting Trader Jack pre 
his secretary (see area and atjeward 
(see area 58A>. The secretary runs 
erraods, writes letters, and serves as 
Trader Jack's personal assistant. The 
atewurd orders supplies, supervises 
houscliuld sciv£iiiLe, and checks on the 
condition of rooms, furniture, linen, and 
clothing. 'Ti'ader Jack'a secretary and 
steivard are in the keep at all times 
except when running errands. Trader 
Jack is currently at home, but he often 
goca exploring for month.s at a time, 

5SAf Study- OutpoEt bueinosG is coiv 
ducted in this office. During daylight 
hours f IVnder Jack's steward (AC 9^ 

Jf'4’ hp 13; #A1' 1; Umg by weapon type; 
iVfV 1120'(4U'l; SaveFi; MLb; ALN) 


DUNGEON 17 




TORTLES OF THE PURPLE SAGE - Part 2 


can be found delving into paperwork. At 
night, the &te-wiird Bleeps hei'o. He 
always carries an ornamental dafjger, 

if FCa ask to see IVader Jack, the 
steward politely tells them that the 
trader gees no one without an appoint. 
TTieot. Once an appointment is made, 
the POa will he given a tim.e lo return to 
this room to meet and talk with T^adeir 
Jack — usually in 1-4 days. 

dSB. Parlor. This sitting room sports 
an overstufTed divan upholstered in 
aiiinial skin (worth 100 gp), 

G&C. Chapel. In the chapel 
vestments embroidered with gold 
thread (worth 25 gpj. Chapel ornaments 
of gold, silver, and precious itonesj are 
vrortli 100-000 gp. 

S8D. Bedchamber A Inrgm canopied 
bed olmoet fillc this room. Trader Jock 
filoops hero on four animal skiiis worth 
200 gp apiece. Procious stonos and spices 
totalling 1,000-4,000 gp adorn the room. 

5,8£. Bath. The room's air and w^ater 
are heated by a large fireplace. Warm 
water is poured into a wooden tab used 
for bnthing. Thora is no snap, hnt. plant.y 
of Qoarf^e towels hang along the walls. 

58F. Wardroom. Trader Jack’s per. 
sonal secretary (AC F3: hp 15; tfAT 
1; Dnig by weapon type; MV 120' (40'); 
Save F3i ML Oi AL N) cun be round In 
this room day and night unless helping 
to run errandfl for bis master. The mom 
also contains several unlocked chests 
holding five animahakin robea worth 
200 gp each, jeweliy worth a total of 
500 gp, and rnre apieoa worth 50 gp, The 
secretary wears n hand axe on hia belt. 

59. R(Xif LeveL A spiral stairway 
connects this levei to the solar level 
below, 'lender J ack (AC 9; F9; hp 41; 

AT 1; Dmg by weapon type; JJ V 12U' 
(40''); Sava F9; ML 11; AL N; two- 
handfid sword) F^pondi? mueb of bia free 
time behind these battlementB aurvey- 
ing Richland Trading Post and the aur- 
rounding wilderneas. He often keeps 
watch for message pigeons returning to 
Lhoir rooftop loft. 

Wliejuever a pitriy v£ Bxplorera aele out 
for unknown lands or seas. Jack sends 
several of his pigeons along with them. 

He instructs adventurers to tie messages 
to the pigeon's lege and release them from 
tinne to time to inform him of their prog¬ 
ress. It is through such intclligcnice- 


gathering operations that iVader Ja.ck 
has oraosisod much practical information 
about the Great Kortliwny Lands. Ttadcr 
Jack haa also been known to teecue lost, 
captured, or dying parties after receiving 
a plea for help via pigeon measongerr h' 
the PCs make an appointment to spook lo 
him. Jack requests that thoy take 
pigeortfi along to inform him of their prog¬ 
ress. If the PClsrefiiRf! his request, their 
stay in Richland may he a short one. If 
they do not. use the birds as instructed, 
the PCs will not be welcomed to Richland 
in the future. 

The Lost Ruins 

When the PCs leave Richland Trading 

Post, they may elect to explore aoy or 
all of the three lost ruins located on the 
Great Northway Lands map, Drasya 
liea beside the Empty Valley River, 

Bylot nestles among the Eylot Hills, 
and 'idizok stands alone ou the steppes 
that hear its name. 

Remember to use the Wilderness 
Encounter Tkbles from ths Expert Rais- 
hook and the Great NoHhway Wilder¬ 
ness Encounters (see end of thig modute) 
as the PCs travel along the 'l!aii Grass 
Coe at. and oyer the Yasiak Steppes and 
Bylnt Hills. Thpre is also a 25% ehancfi 
per day that, if they have nnt hired a 
reputable guide, the PCs will become 
lost and wander aimlessly (see Eicpert 
Rulebook, pae:e 4ll 

All three uf the lost ruins are laid out 
iij Llie same pat tern. Use the Lost Ruins 
Map aa a guide to the central section of 
each ruin. Specific areas featui'e differ¬ 
ent encounters in each ruin, howevsr, 

PCs feel only a alight sensation while 
teleporting via the gate stones and may 
not rtolfec they ore in a different ruin 
bccauGO the loLyouto are almost identical. 

If an Otco’e contents differ only slight¬ 
ly from ruin to ruin, a general doKrip- 
tion is given first, followrod by specific 
features of that area in each ruin. Head 
the boxed description plus any appropri. 
ate specific description each time the 
PGr eritjer a numhered area. 

1. Gate Htone. The varinua gate 
stones are shown as lA* IB. 1C, ID, IE, 
and IF on the Lost Ruins Map. 


A 20'-tall carved gate gtone blocks 
a 15''Wide stTeet. The maseive round 
atone has a human.si^ed hole bored 
through it. 


This artifad h known as a ''Portal to 
EverylEind’' Anyone passing through the 
opening in the correct direction while 
holding the proper key ia instantly trons- 
ported to an identical gate stone in a 
distant location. Correct device operation 
is only discovered by expenmentation or 
talking to local “gheh folk’' (tortles or 
snappers): A fragment of tortie eggshell 
(af. least 95% of a single shell) must be 
held in a hare hand ro activate the Sc/jF' 
jKtrc device. As the traveler steps through 
the gate stone, the eggshell fragment 
disintegrates Into powder. Eggshell frag¬ 
ments not held in a bane hand are unaf¬ 
fected, au adventurers may travel up to 
four times with a single eggshell by ploc^ 
ijEiig tl ie rentaiitlug fiagmeiits in a sack or 
bag while teleportifi^. 

The gate stones were used by messen- 
ger& of thft flnticnt Dravs, the race who 
built the cities that are now the lost 
ruina. Shell folk were once a subservi¬ 
ent race to the Dravs and were forbid¬ 
den to use the gate atones. Th the shell 
fo-lk, who regard speed as a virtue, the 
gate stones became a symbol of groat 
powor. Not all shell folk reme:mb 0 r how 
the gate stones worked, though thoy 
still revere them. 

The first gate stone was created by a 
pruw^erful Tiraviflh mfigic-user centuries 
ago in the city of Ya^ak. fShell folk, 
claim ho had a lortle n-r snapper appren¬ 
tice, depending on which clan you talk 
to,) During the earthquake which 
destroyed the Dravish cities and shifted 
the Great North way’s course, the secret 
to operating the gate stones was lost. 
Natives who later discovered the gate 
stones did not realize their magical 
powers hut knew they were important 
to their ancestors. 

Driofy^i G<ife Sion>es 
Clinging vinca hang from the gate 
etoncs at lA, IE, IC, and ID, blocking 
their openings and trailing into ths 
Street, Those gate stones have com¬ 
pletely lost their magic. The vinos arc 
actually strangle vines that can pull a 
PC from the ground. These gate stones 
can hf! avnirisd hy moviTig through tho 
rubble to Either side of them. 

The magical gate atone at IE is a one- 
Tvay teleport device. Moving southeast 
through the gate stone while holding a 
fragment of turtle eggshell teleporis the 
PC to gate stone IB in Yazak, Nothing 
happens if the PC move? northwest 
through the gate stone or does not hold 
a tortle eggshell. 
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gate stone at IF while holding a frag¬ 
ment of tortle eggshell teleports the PC 
Lo gale stone IC in Bylyt, N'othing bap- 
peuB iflLe PC niuvea in Ihe reverae 
direction or does not use an eggshell. 

Byht Gate Stones 

PCs who try to paas thioush the open¬ 
ings {in either direction) of gate stones 
lAj IBy lEf or IF are struck by a severe 
electric ahock^ a sign that the magic of 
thcgc gate atones ho9 begun to fade and 
bad.” The emrent appear a aa light 
nine radiating from all Bides of the 
paasagew^ay. The victim suffers 1-20 hp 
eioctricai damage oven if he doesn't 
completely pass through the opening, 
with or without tortle eggshell r 

PCs who pass through the gate stones 
in epite. of the shock have a 5% chance 
to he telepfyrte.fi hOO milfts away in the. 
straight-line direetinn they took 
through the stone Clf^ of coursie^ they 
carried tortle eggshell). Otherwise, the 
gate stone does nothing, 

Moving weat-sQuthwest through the 
gate stone at IC wliile liolding LorLle 
eggshell tekpoi ifs tlte PC to gate atone 
IF in Ehravya, Moving southwest 
through the gate stone at ID sends the 
PC to gate atone lA in liksak, Mothing 
happens if the PC moveg in the opposite 
direction through the gate stoned or 
does not hold a fragment of tortk 

shell. 

Yitsak Gate Skn4S 

The gate stones at 1C, ID, IE, and IF 
produce the same lightning effect as 
those at Bylot. Moving northwest 
through the gate stone at IB tekport^ 
t.ho PC m gate stone IF in Tlravys. 
Traveling nort.hfiaat. throiigh gefe stone 
lA afnds the PC to gate stone ID in 
Bylot. Nothing happens ff the PC moves 
In the opposite direction through these 
gate stones or does not hold the 
reguired piece of turtle eggishell, 

2. Ciumbliug Monoliths, Tliere sue 
two upright, cruinbling monoliths — 2A 
and 2D — in each lost ruin. 


This SO'-high, square, crumbling 
monolith supports a motionless, 
hgman-BiEed figure standing on top, 
Gritty toeholds spiral once around 
the pillar. 


The toeholds allowed the ancieoL 
builders to clean and luaititaiji Lho 
heroes’ statues atop these monoliths. If 
the PCs attempt to climb a monolith, 


roll ld20. If the value is lesR than nr 
equal to the PC's Dexterity, he climbs 
tbe monolith saffely. If the value is 
greater than the PC^ Dexterity, he falls 
15' onto the street for ad6 hp damage. 

Dfuvyo. MofwlUfis 
Greenish-brown metal statuea of 
ancient Dravish heroes dressed in 
armor stand atop these pillars. Birds 
occaaionally land on the hiunan-sized, 
hollow &tfit«co, which are securely mor¬ 
tared to the cnimbling monoliths. If the 
mortar ie chiseled away, or if the dark 
corrosion is scratched from a statue by 
force, co'ppor-colorod base metal 
appoar^. Each statue made of pure 
copper, weighs 300 pounds, and is worth 

2U0 gp. 

Bykt MonoUths 

The PCs sense they are being watched. 
.Suddenly the figure on tnjj of t.he pillar 
bends down and begins beating a loud 
drum. The figure is a pagan lookout 
signaling other Neutral Alliance niein- 
bers. After beating ihe drum for two 
rounds, he allacka the PCs with Ills 
long bow and 20 arrows. Tire pagan 
carries no personal treasure. 

YiXzah Monoliths 

The PCs aenae they are being watched. 
Suddenly, the figure atop the pillar lifts 
an animal horn to its lips and begins 
tro.mpcting. The figure iu a dervish 
lookout signaling other LawfrU Alliance 
mombors. After trumpeting his horn for 
two rounds, he attacks the PCs with hia 
light Crossbow and. 30 quarrels. The 
deiadsh carries no personal treasure. 

3. Marble Columns. There are two 
upright. TTiflrhleroliimn.R — 3A And SB — 
in each lost ruin. 

This 20'-high, round marble 
coluinn supports a motionlesg, 
hmnan.si^ed figure standing on top- 
The column is of polished stone and 

has no toeholds. 


Bylot o-nd CohjmrM 

The Stone statues are sculptures of 
anoient Drsvi.qh learlerR dres.qed in 
flowing robes. An occasional bird lands 
on each statue’s head. 

Dravya Columns 

The stone statues depiel ancient Drav- 
ieh leaders as do tho«e iu Bylot and 
Yaaak. Howevei', the instant a PC touch¬ 
es the marble, the column topples from 


its eroded base. The PC who touched the 
marble and anyone within 30' must 
make a Saving Throw V3. Death Ray^ or 
suffer 2-30 hp damage. 

4. WuUed Lairs, There are eight lairs 
{4A4H) ill the rubied buildinge but- 
rounding tlie centraL earth mound ii;i 
eeich city. Some have beeu empty for 
years. Others were recently vacated by 
their occupants. Some of the lairs con- 
tain armed trefitures. 


Nut all the buildhigB Lhal surruund 
the central mound appear deserted. 
Some have solid loofs and a multi¬ 
tude of footprints leading from their 
dark dwrways- 


Drauya Lairs 

Near 4A and 48^ the PCs sense they are 
net alone. Suddenly, a reptilian snap¬ 
per head pokes out of a doorway, aim¬ 
ing a long bow in the adventurer^’ 
direction. 

Long white strande blow from the 
opou doorway of 40. Four arauea have 
just dlBlcdgad the webbing as they 

Charge through the opening. 

Crawling slowly out the doorway of 
4D is fl large red'and^green-striped 
snake, imeyes a' whirting blend of all 
the colors of the rainbow. This creature 
is a semi'-intelligsnt hypnnsnnke. It 
attempts to catch the PCs off guard so It 
can surprise them with its hypnotic 
gase before devouring them, If a party 
of adveniurerB aLLucks the liypnusnake, 
it curls its tail around to alasli while it 
attempts to make eye contact with one 
of the PCs. It continueE to attack with 
tail and gaie until killed or the party 
flees, unless it fails a morale check. If 
the adventurers attempt to fight it 
without looking at it, fkc bypnoanoicc 
uses itB bite and tEtil for Cembat. If the 
adventurora floe, leaving any of thoir 
party members asleep;, the hypnesnako 
immediately begins to devour one of the 
sleeping individuals. TMa takas sim 
rounds, during which the anske does 1-6 
bp demsge tot.be .sleeping individual it 
is swallowing. Once awa]lowed, the 
unfortunate PC continues tn take 1-6 hp 
damage per round until dead. After six 
hours, the body Is digested and unrecov-^ 
erable. The hypnosnake haa a very 
eflicient digestive system and manages 
to consume virtually everything it swal¬ 
lows, including magical itetna, weapons, 
gold, and jewels. If the hypneanake is 
defeated and ita lair is searched, two 
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opals and two rubies, ■vrorth liOOO gp 
each, are found, 

From deep in the ahadowa near 4Ej. 
the PCs detect movement. Something 
human appears te be corsjuring a apcll 
(elder eleric of the Chaotic S'istcr^ 
hood: AC 4; CS; hp e 36; MV ISO' (40'); 
#AT 1; Dmg by apell er waapon typa; 
Sava CO; ML 6; AL C; Spells: aau-im 
lighi wounds, cause feoT; hold person^ 
silence 15’ radiu^^ eonsc disease; atafl}- 

A5 a member of the PCs' party steps 
out of the shadows near 4F, a robed mao 
9ppear9. “He’' 15 aetnally a ITl^)g^eF^sar 
of the Chaotic Sistfirhond who has oast a 
polymorph sei/spell to appear as a 
memtierofthe Lawful Brotherhood. She 
tries to convince the party that she is a 
brother who has become lost while on a 
mlsblun between cleric outpual^. IT the 
FCi^ nttaok lier, she deTends liciaeir witli 
spells (necromancer of the Ghaodc 
Sisterhood: AC 3; MU0; hp 20; MV 
ISO' (40''}; jf AT 1; Dmg by spell or weap¬ 
on type; Save Ml/S; ML 10; AL C; dag¬ 
ger; Spells; ckiiTtnperson, magic 
miasilCf mpgic, eoniinual darkness, 
c^efec^ inyisiSJe^ ^retail, 

lightning bolt, charm monster, poly¬ 
morph self. 

Leaping from cover at area 4G:r a 
human dressed in dark colors stabs at a. 
PC's back (pilferer of the Chaotic 
Sisterhood; AC 7; T7; hp id; MV 120' 
(40'); AT 1; Dmg by weapon type; Save 
T7; ML 3; AL C; long sword; OL 46%, 

FT 40%, RT 3d%. PP 50%. MS 4S%, CSS 
93%, HS 35%, HN 5S). 

From deep in the shadows near 4Iij 
the PCs detect movement, Sumetliiiig 
hujindii appeal's tu be cunjuriui; a spell 
(matriarch of the Chaotic Sister¬ 
hood; AC 9; C9; hp 02; MV 120' (40 ); 
#AT 1; Dmg by aped or weapon type; 
Save CO; ML 11; AL C; mace; Spells; 
caHffo light wounds, darkness, pi^fection 
from coll, blight, free person, sihnoo J o' 
r<idiuc, coniinual detrknass, cause dis 
case, cwrffc, cause ccrious wounds, pro 
teoiiftti from evil 10’ rcidiu.o). 

Bylot Lairs 

The TCs hear the low growls and purrs 
of Large cats near area 4A. T’hia build- 
ing is a shelter for 1-10 sabre-tooth 
tigers, t.he mrmntfl of f.he [-10 rnkastjifl 
that lair in areas 4B, 4C, and 4D. Build¬ 
ings 4E-4H are the lairs nf l-lO pagans. 

Yaaak Lairs 

Buildings 4A, 4B, and 4C are the lairs 
ufl-lO lupins. Howling, barkt:, and 
Kittwls cuuie honi area 4D, used as a 


kennel for the lupin's dire wolves, 
(equal in number to lupins). Buildings 
4E-4H are the lairs of 1-10 derviahoB. 

5. Bone Phe 


In the middle of a wide avenue, 
only a few yards from the central 
earth mound, thousands of sun- 
bleached human bones form a grisly, 
20'-tall; pile. 


Dranyo. Bone Pffj\ 

findderily, a fnur-arined, mavilike skele¬ 
ton sr.ops nut from behind a wall and 
blocks the path to the earth mound. It is 
armed with four normal s^vords. The 
creature is a bone golem set to guard 
the earth mound. If any PC approacheis 
the niuuiid, raiaes a weapon, orbegiue 
to cast a spell, the golem attacks, op u> 
tw^o PCs each rodhd until it is defeated 
or the PCs are driven off. The bone 
golem, has no treasure and does not 
retreat from combat. 

Bylot and Yacak Bone Pih.'i 
Gold glints from the teeth of several 
skulls atop the bone pile. If the skulls 


are searched, 5-lUU gp worth of artifi¬ 
cial teeth are found. The ancient Dravs 
apparently praeticjyi dent.ifltry. 

fi. Earth Mound. In the center of the 
ruined city, a square, flat-topped pyra¬ 
mid of earth towers above the rubble. 
Weeds ^row on jLh slupiiig sidea, and a 
pile of interwoven twi,^B and brajicJies 
on the pyramid'a top appears to be a 
large nest, 50' above street level. If the 
pyramid is scaled, read one of the fol¬ 
lowing passages; 

Drwoyn Mound 


Ah you approach the Lop of the 
pyramid, you can see through the 
nest’s intertwined branches. 8even 
3'-long wduged lizards resembliug 
green dragons he sleeping on a large 
pile of silver coins and a few blue 
gema. 

The winged lizards are actually pock¬ 
et dragons. Their hoard contaihs 1,050 
ep, 7,360 ap, and aeven topazes worth 
245 gp each. 
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Yflzai Mound 


As y<m approach the top of the 
pyramid, two huge brown birds msh 
to the sky in a flurry of feathers and 
dry tws^.q. The giant birds of prey 
whoel tjo attack with talons TiRady. 


This is the nest of a mated pair of 
giant hS’Wks. There is no treasure in 
t.heir neat, bnt there are two eggs twice 
the size nf a man's head, ready to hatch. 
The giant hawks defend their eggs to 
the death. 

Bylot Muund 


As you approach the top of the 
pyramid, yon can see through the 
ne.st'fi intertwined branches. One 

creature f with the shaggy head of a 
lion and the gold bcMly of a dragon, 
lies sleeping on a large pile of silver 
and gold coins. 


Any PC within 120' of this dr agotme 
when it roars must make a Saving Throw 
vs. Dragon Breath or flee in lear for two 
lOundSs Tlie dragonue’s ix>ai' deafens any 
creatures witliin 30'. Deafened creatures 
Euflfei' a —2 penally to theii" hit rolls for 2- 
12 rounds. The dragonne can roar once 
everj’ three rounds,, but cannot bite in the 
eame round that it roara. This dragonne’s 
neat contains a hoard of ItOOO gp, 2+000 
ep, and 5,000 ap. 

If tho PCs reach tho pyramid top and 
defoat or drive off the neet builders, 
read the following: 


From the pyramid^o top, you soo 
the rubble of a ruined city atretching 
out in all directions. Six brick- and 
debris littered streets radiate from 
tha earth mound*s baeo to tbo city's 
outer edgoB. You plainly see two 
faint, unswerving paths leading out 
of sight from the outer ends of two of 
the stroote. 'These long. S' wide paths 
are nifTipnlt. fo at. ground lovol. 


Mysterious patha^ visible only from 
high in the air or from the earth mound 
top, connect tho lost ruins Only PCs 
who look dovm from the enrth mound 
top Of fly at least 30',above the lines are 
able to 3ee them. 

PCs who investigate the lines And 
paths made by clearing away stones to 
reveei Lhe soil. As the suil is the same 
color as the rocks, the paths are only 


discovered when the difference in tex¬ 
ture is noted from above. On the Lost 
Ruins Map, the patha extend the streets 
iJiat lead away ffu-iii tlie eaiLh muund’a 
base in the directions marked A, B, C, 

D, E, and F. 

The paths arc man-made, not magical, 
and do not deviate from being perfectly 
straight more than a few yards In a 
mile. The paths pass straight ovesr all 
terrain, vegetation, and barriers. They 
cut through forests, across rivers, up 
hills, and over rolling grassland. The 
paths had a religious significance to the 
ancient people who scratched them out. 
iiscuno lines corrospond with the f-^leport 
directions of the magical gate atonea. 
The paths are seen connecting the lost 
rninf? on tha map of the Great Northway 
Lands. 

Drauya Patha 

The paths extend to the east-northeast 
and to the southeast. The path to Yksak 
(E) intersecLs u ririg-ahaped earth 
mound about 160 miles from either city. 
Hie path to Bylot (F) intersects a mound 
shaped like two semicircles about 400 
miles from Dravya, 

Bylot Paiks 

The paths extend to the southwest and 
wesbsouthwest, connecting Bylot with 
Dravya (C) and Yetzak (0). Halfway 
between Bylot and Dravya, the path 
intersects an earth mound shap^ like 
two semicircles. A tortle-shaped mound 
on the path from Bylot to Vazak liea 
about 350 miles from either city. 

Paths 

Tha paths to the northenst. and north- 

Vifest connect Yasak with By lot (A) and 
Dravya (B>. Each path intersects an 
earthen mound fsee Dravya and Bylot 
paths above). 

Concluding the Adventure 

'Tltei'c ai'e niauy possible outcomes for tbis 
ad^'enture, all of vrlnch probably result in 
the PCs returning to civilization exhaust¬ 
ed from trekking cross-country (perhaps 
several times). If they survived the trip 
hut were ungucccaaful in finding the 
mouth of the Great Northway, they may 
wont to rest up, reprovision thoniEclvce, 
and search again. If the advanttirerfl have 
not yet explored the ruined cities, the DM 

should enoourage them to mount an expe¬ 
dition to the \aa:ak Steppes end By lot 
Hills, as the rewards of tuiraveling the 
mysjjery of the "Portals to Every]and'' 
rival even those offered for a map to the 


mouth of the Great North way. 

Success at either venture brings great 
rewards. If the adventurers return to 
any civilized port with a map showing 
the mouth of the Great Northway, they 
are commiasioned to I'etum and explore 
the continents heartland, and may be 
sent to find the source of the Great 
Northway in the land of Froathavon, If 
the PCa learn the secret of operating 
the gate stones, they have a tactical 
advantage for defeating the Chaetie 
Alliance of aranea, snappors, and the 
Chaetie Sisterhood. The secret of the 
gate stones' oporation ie almost beyond 
price; beth merchants and aagea will bid 
against each other for this valuable 
knoivledge. If. in addition, the PCs 
retiirn with large pieces of tortls egg¬ 
shell, they may .spH them for a good 
price in any sizeable town or city. ^ 


Quiok Fix 





^le^endl^q^ 

Empire 
of 

Thyatis 



The region shown here appeared 
on Map 1, page 42, of issue #6. 
“Empire of Hiyatis” is only a 
generic term for the geographical 
ai^a, not a statement of political 
reality. The countries in this 
region are independent, sovereign 
nations, not under the 'Thyatian 
Empire’s control, The Empire 
controls only the shaded area on 
the map and claim& meet of the- 
large island to the oast (the Isle of 
Dawn). 
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Great Northway Lauds Eucouuter Thbles 

Roll ld6 and refer to this table to determine which monster table to chockn 


ide 

Woods, 

Cleary Grassland 

Hills, 

Valley, Barren 

River 

Swamp Ocean 

Jungle 

1 

Animai 

Animal 

Animal 

Dragon 

Dragon 

Anii^ 

2 

Animal 

Dragon 

Dragon 

Flyer 

Flyer 

Animal 

3 

Dragon 

Flyer 

FlyoE 

Flyot 

■Swinmier' 

Dragon 

4 

Flyer 

Tribe 

Swimmer 

Swimmer Swimmer 

Tribe 

G 

Tribe 

TVibo 

Swimmer 

Swidimer Swimmer 

Ttibe 

e 

UnuEual 

Unusual 

IVibo 

Tribe 

Tribe 

Tribe 

Animals 







ISarron, 






ld6 

Clear^ Grassland 

Woods 

Kiver 


VaBoy, Hillf 

Jungle 

1 

C^ilia 

Bear, black 

■Amoeba^ .giant 

CaocJJia 

Caeeilia 

2 

normal 

Centipede 

Decapus, marina 

Driigonno 

Centipede 


Horae, draft 

Tiftvil swine 

Gmy mse 


iJiOigj normal 

Oragonne 

4 

Horse, war 

Dog, normal 

Gray onzjo 


Hnrse, [irnft 

Pitrple worm 

5 

Purple worm 

Owl bear 

Rat, normal 


Horse, war 

Rat, normal 

6 

Rust monster 

Rust monster 

Termite, fresh 


Rust monfttor 

Rust monster 

Tribes 












Valley, 


Ids 

Cloar, Grassland 

WiKids, Jungle 

River^ Swamp 

Barren, HiUa 

Ocean 

1 

JOennah 

Ajr&neei 

Gay-uieii 

[MR 

Derviish'*^* 

Snapper 

2 

Lupin 

Dervish 

Cay-men \ 


LupTu** 

Snapper 

3 

Native 

Lupin 

Cay-men ' 


Native 

Snapper 

4 

Nomad* 

Nativo 

Tbrtle 


Nomad 

Snapper’ 

5 

Ore 

Pagan 

Ibrtle 


Otc 

Snapper 

6 

Pagan* 

Phfwiaton 

Tbrtle 


Pagan 

Snapper 

7 

K^tasta’^ 

Raka&ta 

Ore 


Raka^ 

Snapper 

3 

Ibrtle 

Ibrtle 

Ore 


Tbrtlo**' 

Snapper 


* Except in Yexak Steppes. Eoll egain. 

Except in Bylct Hills and Dry Plata. KoU again. 


Flyers Untisuftfe 


idlO 

All TTerrains 

ldl2 

All 'terrains 



1 

Dragtmfly^ black 

i 

Djinnb lesser 



2 

Dragonfly, blue 

2 

Dopplegnng^ 



3 

Dragonfly, green 

3 

Efreeti, lea^r 



4 

Dragonfly, gold 

4 

Golem, amber 



5 

Dragonfly, red 

5 

Golem, bone 



e 

Dragonfly, white 

d 

Golem, bronse 



7 

Hawk, normal 

J 

Invisible Stalker 



8 

Hawk, giant 

:.s 

Living statue, orytata) 



9 

Pocket dragon 

9 

Liviug aiuluat ifpu 



10 

Pocket di ugon 

10 

Lmug statue, rock 





11 

Ilypnosnake 





la 

Shadow 



Swimmers 





Id6 

River/Lako 

Swamp 

Qacan, 



1 

Amooba^ giant 

Amoab^Ygiant 

Amoeba, giEiiit 



2 

Amoeba, giant 

Amoeba, giant 

Decapua, marmo 



3 

Gray om&s . ^ 

Dscapus, marine 

Fish, giant rock 



4 

Gray ooze 

Gray ooze 

Giant, storm 



a 

Hydra, sea 

Gray oone 

Gray ooae 



a 

Tbrmite, frasb 

Termite, swamp 

Termite, salt 



Dragona 







Clear/Barren, 





Ida 

Graaslanda 

Woods/Jungle 

River/Ocean 

Swamp 

Hilfe/Val Ley 

1 

Chimera 

Chiraera 

Chimera 

’Chimera 

Chimera 

2 

Dragon, blue 

Dragon, gold^, 

DrBigoD> gold 

DifagohY black 

Dragon,, gold 

3 

Dragon, gold 

Dragon, greeii 

Dragonne 

Dragon, gold 

Dragon, 

4 

Dragonue 

Drogoaiie 

Hydi'u, flying 

Dragunne 

Draeonne 

5 

Ilydi'a, flying 

Hydra, flying 

Hydrsi sea 

Hydra, flyuiK 

Hydra, flying 

e 

Wyvern 

Wyvern 

Wyvern 

Wyveni 

Wyvern 
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THE 

MATCHMAKERS 

BY PATR^aA NEAD ELBOD 

Some matches are 
made in heaven, 
but not this one.... 


AahvurK Ijy VtilariB Volusek 
Ccirt«gropliy by DleEsI 


Patti Elrod and her husband are cur¬ 
rently researchitt^ a rnysiety/saspense 
novel eei in Victorian India wtd London. 
She is also uforhin^ on ti 
sst in the 19S0s, a hoio-io book on arcane 
cra^ji ctTtd the design of her own role- 
playing game. In off moments betofeen 
writing projects^ she admits to playing 
couch potato whik watching her fauoritc 
Ltoct(jr Who episodes. 

The Matchmakers is an AU&U® game 
adventure suitable for a-6 characters of 
Ist-Srfi IrvrI and of chaotic or neutral 
alignmentR. It is nut. recommended for 
those of lawful ot evil nllgnments. 
Female PCs and a thief would be help¬ 
ful but are not absolutely necessary. 

Adventure Background 

The city of Povero is a busy and prosper¬ 
ous ssoaport. Its sheltered bay aud uiod- 
erate climate make it ideal for nearly 
yesT-round shippings a real boon to 
merchants. The governing body of Pov- 
ero ifl a council of cldcra who work with 
the haado of the local guild;} to maintain 
ordor and to aea that bueinees in the 
city is couducted in a professional 
maonar. 

The elders are appointed for lifatima 
t-errns by the landownars and regiateredj 
taxpaying citizens. The city charter's 

many chaek.E; nrid balances provent any 
single individual from gaining too much 
power. Most of the time the syatam 
works smoothly and the ciil 2 ens like it, 
but Uiere are always troublemakers 
who like to stir Uiiiiga up lu their own 
adyontage. 

Of the merchant pidnceg w| lo uoiii- 
mand greet influence in Povero, there 
are three main familiesi the Savelies, 
the Holbins, and the Polbrea. The 
Sflvcllcc and Holbind have been rivals 
for eevoral generntiona and h&ve 
engaged in much spirited competition. 
Though their business are kept 

in strict line by the city charter, thoae 
two families often secretly indulge in 
minor vandalism and juvenile prsetieal 
jokes, kftpn at. a fairly harmless level for 
fbar of serious reprisals from the roiin- 
cilr If the Holbins discover their house 
gates painted shocking pink on one day, 
Lliey may respond by decorating the 
Savelle chimiiKya with chamberpots the 
next. Such antics p(rovide plenty of 
entertainment Bind gossip at the local 
pubHc heuaea, and each family has its 
share of aupportera among the common 
people. 


■ 
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The Folbres, headed by the young and 
very hstndBome Aldron Folbre^ have 
been in Favero for e tnere ac years and 
are still considered newcomers in some 
quarterBj but they are very rich. Aldron 
is & seriovia and ambitious biisinessman., 
a comhmat.inn that, has brmight. him 
considerable profils since he took over 
the family business on his father^s 
death. Though some say his wealth is 
coming too easily, he is a very likable 
person iind La an friendly tttrnia with 
membera uf both the Savelle and Hblbin 
ruinlliea. One uf iiis best rriends is the 
young heU's Richard Savelle> und the 
tv™ are cpflten seen together hunting, 
hawking, or engaging in any of the 
other activities that amuse rich fops. 

A Coll for Help 

The player characters may arrive in 
town by whatever means is convenient 
to the campaign. During their explora- 
tiona^ they eventually pass a dark, dank 
allay where they hear the uumistakable 
sounds of a fight. Like any city Povero 
has its share of thieves and rufhans 
Inoking to fatten their pooketsor Rimply 
to cause trouble. 

If the PCs investigate, they find a 
well-dressed gentleman in a vicious 
battle with some ruffians face below). 
The PCs should want to join in the 
figLiL, for the gentlenian is outnuiU' 
bei'edi as soon as he glimpses the new¬ 
comers, he urgently cries for aid. 

When the ruffians are aware of the 
party^a arrival, they require a morale 
chotdt. Should they fail, they stop fight¬ 
ing their lone and en^y prey and try to 
escape. If they fight, the PCs will face 
NPC thug& equal in number to the &ize 
of tho PCe' party, plus an extra 1-4 
thugs (AC df MV 12"; FI; hp 6 each; 

!f Al' 1; Dmg by weapon type; statistics 
unremarkable; AL any but good; one 
club and dagger apiece). 

Thfi gentleman, Aldrnn Folhne CAC fi; 
MV 12 ' (currently F2; hp 16 (cur¬ 
rently^ 12); #Ar 1; Dmg by weapon tjiie 
(curnentlv unarmed), S 16* 116, W U, 

D 14, C 13* Ch 16; AL LE; leather 
amioi; ring uf fjroi&:irKjfi +£, skilled 
with long sword, light crossbow, and 
dagger), look& upon the party ac his 
rescuers and is certainly grateful for 
their aid, whether it was active or not. 
He ia a bit breathless' at first and rueful 
at being caught out away firom his usual 
bodyguard^^ promising he will not make 
the same mistake twice. At the very 


least, he must invite them to be his 

guests at the nearest public house for a 
fortifying drink and a bite to eat, Folbre 
hftE been slightly injured in the fight, 
and some nasty bruises on his legs and 
armg from r.he nifflanR' clubs are mak¬ 
ing themsfllves felt. 

Limping a bit, he leads them to the 
Admiral's Arms, a public house where 
he ia greeted with flriendahlp by the 
innkeeper and shown to a private room 
where he and the PCs are well served. 
During the e^is^uiiig luL^ uductions and 
conversation, Folbre determines wheth¬ 
er the PGb Eire new in town and in need 
of employment. He is taking their mea' 
sure, deciding if they are right for a 
special job he hsia in mind. He may be 
reluctant to ask them to do it. They 
helped him once for nothing; would they 
be willing to help him again, this time 
for a fluitable financial return? He 
warns that they may not like what he 
hos in mind, beeauso technically it calls 
for some breaking of the law — though 
he maintains that, in this case, they’d 
Only be bending it a little. If the PCs are 
intereateri, he- outlines the problem and 
hiRplan tn salve it. 

The Course of True Love ... 

If the PCs are intrigued and urge h im 
un, he tells Lheni about the rivalry 
between the Buvellos and Hulbi^is, and 
how much they hate eacli other. That i& 
but a complioation to the greater preb- 
lem, though. His best friond, Ifichaid 
Savelle, has fallen hopelessly in love 
with Master Holbin’s beautifiil and only 
daughter, Eliaaa, and ahe with him. 
Their families, of course, absolutely 
rofuao to allow them to marry and, in 
fact. Master Holbin haa arranged a 
more advantageous and profitable 
match for iHlissa. Her loathing for the 
fat old merchant they’ve chosen for her 
mean a nothing; after all, bvi.sine3S is 
hu.sineRJi. 

Richard Is too emotionally involved to 
think straight and has come to his 
friend Aldron for help in rescuing bis 
beloved. Folbre was aL a loss for a solu- 
tion uuLil his Jiieotiug with ilie PCs. 
Since they are strangers in town, they 
have no business interests that would 
be affected by the rivalry, and if they 
helped him in the fight, they are not put 
off by a Uttk risk. His plan is to have 
them “kidnap” Eliaoa Holbin go che and 
Richard can be married. 

Elissa is well guarded, so it won’t he 



easy, but Folbro is willing to offer the 
party 1,000 gp each for one day's work, 
plus EinotheT BOO gp if they can do it 
with a minimum of violence. Should 
they ask how he will profit from the 
union, he explains that once the two aro 
legally married and present themselves 
as such before tho town elders, the two 
families will have to stop their feud, 
which is adversely affecting trade. 

When the feud ends, profits will go up 
and pfveryane, inclnding himself, will 
benefit. 

If the PCa agree and ask how he plans 
to kidnap Elissa* he replies that he has 
no plan; he is a bu&ineasmEin, not a 
tactician. However, in aiiLLcipatiun of 

some solution, he hns written out a 

description of the girl fcurly blond hair, 
blue eyes, SM", prefers to wear blue 
gowns) and assembled interior diagrams 
of Holbin Houae and various places in 
the city where it may be posaible to get 
cloBO to Eli&sa. One of his servants is 
cousin to a maid at Holbin House, and 
through her he has obtained a schedule 
of Eli&^a’s daily routine. He places this 
informatiein at tho party's disposal and, 
within reason, finances their venture. 
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over and above the reward he has prom¬ 
ised. He is willing to purchase any sup¬ 
plies the PCs require — ropcj horseSn a 
wagon r forgod doeuinents, uniforms, etc. 
— or he can tell them where to purchase 
theso supplies, but theyUl have to got a 
receipt to be roimbur^d. Ho may seem 
an eccentric romantic, but whore money 
is concerned, he is no ibol. 

Using the raapa and schedule, the PCs 
can figure out for themselvoB where and 
whon to kidnap Elissa. They can sneak 


Daily Schedule for Elissa Hoibiu 


7:00 A.M. 


8 :UU A M 
9:00 A.M. 


10:00 A.M. 


11:00 A.M. 


Noon 
1:00 P.M. 


2j00 am. 


6:00 p:m. 

7:00 PM. 
8:00 PM. 


10:00 RM. 


Rises, bathcfi;, dreuses 
(room 13J. 

±!r&akfasts with family 
(room 7J. 

Ikkes walk about 

grounds accompanied 

hy ene maid and R>ir 
Icyal men-at-arms. 
Spends time in parlnr 
(room 5) or atrium 
(ruum H) with other 
wuuieii, sewing or 
teading. 

Helps supei'vise lunch 
preparation in kitchen 
(room 6). 

Eats lunch with family 
(room 7). 

Ihkcfl short nap in her 
room. 

Riees, takes carriage 
to market area for 
shopping, usually 
accompanied by her 
mother, two maids, 
and the six men-at- 
arma (gatehouse 
giiardfl admit nn one 
but family membcTrs 
onto the Holbln House 
grounds durini^ this 

time). 

KeLurnti from city, 
clothes lu 

room. 

Eats dinner 
with family (room 7). 
Family goea to parlor 
(room B) for evening 
wine, gossip, muaic, 
and games. 

Hob evening bath in 
room, retires for the 
night. 


into the house to snatch her, wait out¬ 
side and follow her wljen she goes to the 
market, or devise some plan of their 
own. Polbre, however, wants the girl 
kidnapped before midnight tomorrow, 
for that la when &he is to be lawfully 
betrothed to the old merchant. 

According to local custom., because of 
the contracts signed and the money 
involved., a betrothal is as legally bind¬ 
ing os a morriago- Should the kidnap¬ 
ping occur after the betrothal, Eliasa'a 
wedding to Richard could (and would) be 
fiaaily aminlled. He asks the PCs to 
bring Ellsaa to The Dancing Mniriensi, a 
secluded park within the city, one hour 
before midnight, where they will be met 
by Richard Savelle and a holy man to 
perform the marriage ceremony. 

Folbre can aiiawer the PCs' general 
questions about Povoro, but it is up to 
them to come up with a sucvesaful plan. 
If it works, the DM can award experi¬ 
ence point? for solving the kidnap prob¬ 
lem and give a bonus for using a 
minimum of violence or no violence at 
all. Polbre otregses the importance of 
avoiding violence, as it will be for their 
own good should they get caught. He 
promises to help them in any way he 
can if tboy are so unlucky, but they will 
bavo a much harder time with the law 
if they kill or maim anyone, especially 
Elissa. 

"Wbiile Polbre has been partially truth¬ 
ful with thfi PDr and cnrrect.ly outlined 
Elissak and RichfiTd'.R prodicaroAnt, he 
has lied about his intentionR once the 
PCs bring Elisaa to the city park. PCs 
with ESP may learn he has Bomething 
to hide, but at the moment his surface 
thoughts are entirely concerned with 
tlie immediate job. Bee the seotiuuuu 
*'The Dancing Maidens’^ for more 
infarmation. 

PCs casting divinatoiy spells in 
Folbre’a presence receive a cold recep¬ 
tion from him. He considers such a 
move to be poor mojincvs indeed and 
reacts accordingly, withdrawing his 
offer of omployment and himself as 
well, gutting out of the range of the 
apolL He i&, after all, a gentleman; he 
finds such open distnist from the party 
to be highly insulting. If such a situa¬ 
tion ftriRfifl, the DM must keep Folbre’s 
reaction unrierstandahly rensonahle, 
enough to possibly cause the spell to be 
miscast, but not so much as to make the 
party suspieJous. He behaves much the 
same aa they would if their positions 
were revers^. 


... Never Did Run Smooth 

Tlie party should learn that Elissu (AC 
10; 12"; itSiO-level human; hp 4; 

#AT 1; Dmgby weapon type (unarjiied); 
S 8, n 1 , W 11, D 13, C 8, Ch 16. AL 
LG) lives a highly insulated and con¬ 
trolled life. Strangers approaching her 
and asking her to quietly come along 
with them would alarm and frighten 
her. Polbre warns that she is unaware 
they are trying to help her, and it is 
important that she be kept quiet, at 
least until they have a chance to 
explam the situation to hor. Unee she 
nn^ierstands she will soon be reunited 
with Richard, she will be fully coopera¬ 
tive. Folbre a.qksthfi party not to men¬ 
tion his name tn Elissa. ftirifw the 
kidnapping is illegal, he naturally 
wants to keep a low profile. If she aaka 
who sent them, the PCs may say they 
Eu:e from Richard. Folbre is erf the opin¬ 
ion that, though vei y pretty and charm¬ 
ing, Eliasa is not overly smai'L, and it 
would be best not to burden her with 
information she does not need. 

If the FOa pull off the kidnapping 
auicceasfully, they may encounter one 
major problem that neither they nor 
Folbre could have onticipatcd — they 
may have anatched the wrong girl! 
Eliaaa^e cousin Trea is viEiting Povero. 
The two girls are the same age and are 
the daughters of twin flistora, so Foibro's 
description ot Elisaa also fits IVea, TYea 
is in the wrong place at the right time 
(on a 50^ chance, wherever the PCs 
decide to perform the kidnapping) and 
might be kidnapped in place of her 
cousin, unless circumstances would 
dictate otherwise. Since Folbre declines 
to actively help the PCs because of his 
injurJes, he ian‘t around to tell them 
they goofed. 

'D'ea (AC 10; MV 12"; zero-level 
human; hp 4; tfAT 1; Dmg by weapo^i 
type (unarmed); S 3,1 IS, W 1C, D 12, 

C 0, Ch 16; AL CG) assumes she is 
being kidnapped for ranaom and ia very 
fifighttned, just aa Eliasa would be. She 
screams for help (unless silenced) and 
trios to OBcape, If the party bothers to 
tell her why aho is being carried off, she 
is smart enough to k.eop her mouth ahut 
until Bhe feels she can trust the PCs 
with the truth of her identity. When and 
if Sibe finds out who hired the PCs for 
the jflh, flhe Iohas no time informing 
them of FolbreV truo character. Trea 
pays more attention to business matters 
than her cousin does and knows that an 
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alliance between the Savelies and the 
Holbina ia the last thing that Folbre 
wants; it would, be financial suicide for 
him. She cerrcctly guesses he has semc- 
thidg more sinister in mind^ but she 
cannot conTirm her euepiejona. Trea has 
met i?’o[bre on several Eocinl ocensionB 
and does not trust him, 

Depending on their alignments and 
hrainsi^ the PCs must do some aerious 
thinking to get. i.hem selves out of trou¬ 
ble. They have no real proof of Folbre'fi 
involvement with the kidnapping. They 
are strangers in the city^ and he Is an 
esLublished and respected citizen. If 
thc.y opt Luruii, Trea aaka them to stay 
and help, jcnatdiijig Folhre^ payment 
offer since ghe is rich in her owii righL. 
She fears that even if he is thwarted 
this time, he may try to stir up more 
mischief later on, But her primary wish 
is to 3CO her cousin happily married to 
Richard. 

Whatever their course, the PCs arc in 
a very hot ^pot for Treats abduction if 
they anger her and she chooses to prees 
charges. The honest citizena of Povero 
take a dim view of kidnappers, doped or 
not., Folbre may aleo be after them for 
bungling the job, to keep them from 
talking. If thpy nttempt to go to the Inw 
to set things straight, they find the 
guard house thick with Folhre's men, 
all of them prepared to draw their 
Swords now and ask questions later. 

Ouce die uews of Elisba^u (or Trea’S') 
kidnapping gets out, the city’s leHotioii 
will be one of shock and outrage — 
fespecially if anyone i* harmed. Patrols 
will be everywhere, checking out any 
s^iapioious characters (and all new¬ 
comers to the town). If the DM vsrishes, 
the Holbins may even go so for aa to 
enlist the services cf yet another party 
of adventurers, perhspi^ close friends of 
the family, to recover the miaaing girl. 
The DM should arbitrate this as neces¬ 
sary, though cloae encounters with the 
city guards need not be played out in 
detail if the PCs are careful (city 
guards: AC S; MV 9"; Fl-4; hp varinhle; 
#AT 1' Drag by weapon type; statistics 
assuined to be 12 in all categories; AL 
any; chain mail armor, long sword, 
da^er, club each). Note that one guard 
in six is eitlicr siicreLly in Folbre’s pay 
or ao favorably incliiioJ toward him as 
to actively support any of his plans 
which are not obviou&ly evil, 


The City and Bov of Povero 

The town of Povero is described in 
general here. It reaembles an early 
Renaissance Italian port city. SpecLTic 
cncQuntoFS in the city may 1^ drawn 
from the Dungeon Meteters GaUi^, pages 
190-1 &4, though the DM should alter 
them as necessary to fit the environ¬ 
ment and circumstaneoa. Refer to the 
map of the city of Fovero to locate the 
areas described below. 

1. Fishtriiwn Ir s j^iibnrh of Povero, 
and the harbor for the luty^s great fish, 
ing fleet. The many boats here leave at 
dawn and return before dark with their 
catch. The fiah are either salted and 
dried for inland shipment in the pro* 
cessing sheds or hawked fresh in Lhe 
city market. Boats may be hired here 
at almost any time of the day or night. 

2. The Warehouse District is the 
heart of all mEyOf shipping for the area. 
It is a busy place, with ships constantly 
arriving and departing, loading and 
unloading tholr cargoes. The coiloi'e off 
these ships onjoy thoir timo to the 
fiilleat In the warren of inns, grog shops, 
and gambling and tattoo parlors that 
li.no the crooked and smelly streets. 'I'he 
city guarriR rio what they can to keep 
the peace. They maintain several small 
holding jails where sailors can sleep it. 
off if they have had too much of a good 
time. Any sailor taking an unscheduled 
nap in the street is likely to be "recruit¬ 
ed” for a long and aoberhig aea voyage 
by one of the roving press gangs tliat 
frequent the area. PCs who become 
separated from the party may become 
the target of these press gongs. Parties 
that stick together and put up a bold 
front arc usually ignored. 

3. The Market Aron is linked to the 
warehouse district, but ie far more 
resjpectable. This district aupportg mote 
merehanta per square yard than any 
other place in the city. Almost all the 
trade and shipping business is conduct, 
pd here, by striking deslR in the street 
or In the many taverns, inns, and coffee 
houses that abound hers. Most of the 
city'fe shops are located here ^ well, 
along with a massive opeu-air market. 

4. The Municipal District. The city 
elders meet here to do the work of run¬ 
ning the local government. The city 
guard and watch headquarters, the 


main jail, and the public courts are 
located here as well. 

5* Shore Street is about GO' wide and 
paved with brick all the way from 
Fishtown to the Dancing Maidens. It is 
the main thoroughfare through Povero 
and almost always clogged with carts, 
wagons, horaes, and p^e&trians. 

6. Bay Rond is paved from its inter 
section with the Great East-West Road 
(7) te its terminus in the warehouse 
district. It, too, ia usually clogged with 
rrafTie. 

7. The Great Ea5^West Road is 
uupaved, but it is an important over¬ 
land route, running roughly parallel to 
Shore Street (5) for about 10 milea, then 
swinging away from the coastline 
toward the muunlaina to the north. 

S* The Dancinjf Maidens is a large 
public park sot aside for the use of Po- 
vero’a citizens (see the map given for 
this area). 

Ho I bin House 

Situated on a hill Ut tbs east and slight 
ly north of the city, Holbin House is a 
two-story study in local luxury. Several 
acres of grounds surround the house, all 
walled in and given over to a small herd 
nf gosm wboRfi job it ir to keep the grass 
short and to provide milk CT6 gnats: AG 
7; MV 15’; HD 1 +2; hp variable; #Ar i; 
Ding 1-3; SA male goats charge for + 2 
"to hit" btinua and +1-2 hp damage on 
attuck^ AL N). Twy male goatfj are 
present^ and are known Lo attack stran¬ 
gers within 30 yards on a 40% chance 
per round. 

A large pond 300 yards south of the 
house is home to a flock of geese that 
moke a terrifio honking and hissing 
fiisB whenever anyone approaches (2-16 
geoee: AC 7; MV HD 1; hp 

variable; #AT3; Drag 1/1/12; SA pre¬ 
vent return attack 50% chance (aa per 
swan, McTister Manual //); SD surprieod 
1 in IdK; AL JMj. The iwise of thoir calls 
has a 2U'Si ehsmee per reuad of drawing 
the attention of people at Holbin House, 
whn may fear a riog bss gotten onto the 
grounds. 

The brick wall surrounding the 
grounds is 10' tall and 1' thick, with 
two wrought iron gates, one at the main 
entrsjEico uff Buy Euud and the other at 
the postei'n ofT tlie Great EaHt-WesL 
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HOLBIN HOUSE Lower 

1 aquitre = 10' LBVCI 


! 4 



Ruud. Both ^uleii Eire Imrked uL 

and a satekeeper (AC 3i MY 12" i bp 

17; Bn^ by weapon t^Tje; statistics 

to be 14 in all categories; AL 
LG; leatber armor, long aword, and 
dagger each) resides in each gatehouse 
at all times. 

The grounds are well kept, full of fruit 
troes and berry buehee. There ie a gar¬ 
den near the kitchen (see the Holbin 
House map, room S) and a barn, stable, 
and smithy just off the heating plant 
troom 1). The biacksniith does not live 
On the estate but spends his days here, 
shnaing bnrRRS and maintaining Mrs. 
Hnlhin'fl carriage. His son acts ns gronm 
and drivfir to the horses whenever the 
carriage goes out. One maii-at-arma 
rides up front with him; the rest trot 
behind. Treat both the blackamith and 
ills buii as tvpical aeru-level hirelingii 

(AC 10; MV 12^ hp3 each; #AT 1; Dmg 

by vfeapon type; statiatica unreniarha- 
bk; AL LG). 

The house is surrounded by a 30^- 
wide, square-shaped porch paved with 
atone, Tho roof cxbcnda out on lofty 
pillars to cover the porch. There ia 
always Ehadc available aomcvrherc on 
the porch, a very important consider¬ 
ation in the warm and humid elimato. 
bV^oitic Contents of each room of the 
house are left for the DM to decide; the 
Holbins are quite wealthy and their 
pfisfleasiona are of the finest quaiity, but. 
they are not nstentations, nnri thieves 
will find the fast-grab pickings nnt as 
good as they might hope. Very few 
weapons will be in evidence, though 
some items (letter upeners, table knives, 
walking canes, etc.) niight double as 
weapons 111 a pincii. 

Deco use of the many possible plans that 
PCs could develop in order to kidnap 
EJisaa from her home, specific locations 
for the inhabitants are given only in 
general detail. On the day the PCa arrive 
at the house (if, indeed, they do so), only 
Ebssa (and poaaibly bar cousin Trea), bar 
mother, tour maida, the blacksmith and 
son, the gatekeepers, and six men-abarms 
aro present; Ebaaa'a lather is away on 
business for the day^ and the other ser¬ 
vants have been given rime off prior m 
the betimthal. Tha mnida and Eliasa's 
mother are Eerolevel NPCa (AC 10; MY 
12"; hp 2 each: AT 1; Drag by weapon 
type (unarmed): statistics unremarkable; 
AL LGX but the raen-at-arms ere not (AC 
S, MV 12" i FI; hp 3, 0 (x 2), 7, e, G, 

1; Drag by weapon type; AL IjG; leather 
armor, short *word, club each). 


U'-he DM must remember the 50% 
chance that Trea is also present at the 
Holbin House, It might be assumed that 
Trea nnri KlisRfl are having a tiff over 
last night's cbftSs game, which Trea 
won, and are thus not seen In each 
other's prosonco during the day until 
nightfall, when tbo quarrel is resolved. 

Lower Level 

1. Heating; Plant. During; the few 
months of the year that are cold, this 
heating plant keeps the house toasty 
Warm, A scries of pipes run under the 
house and between tho floors from this 
point. Hot water is pumped through, 
keeping tho house comfortablo without 
the constant feeding of fireplaces. Only 
part of the plant is in use at this time of 
year, to provide hot water for the 
kitchen and baths and to circulate 
water in the fountain (room 11). A great 
deal of cnal is kept here, as well as 
many tools, but little else of value. 

2, Porch, The north and east sides cf 
the porch are fuiiiiahed with a number 
ofchaii'3 and tables scattered about, 
along with several large tubs O'f plants 
and a set of wind chimes. 


3. Formal Dining Haom. Tho oight 
tables in thi^ reora are designed to fit 
together in various arrangements, 
depending on the number of dinner 
gueats. At this time of year, there is no 
real social season, so the tables are 
covered with long duatsheets, and the 
40 dining chairs are lined up against 
the w'alls. The family members take 
tlieir meals in the long gallery (room 
7), The dining loom is not closed off 
though, for the servants often use it as 
a short cut to other rooma. TV'o cabi¬ 
nets in this room each display 13 rare 
and valuable antique vages and 
glaEises, each worth about S0-60t> gp 
but being OKtromsly fragile (save as 
glass or cryatal). No ailverware is usu¬ 
ally kept here. 

4. The Grand HalL. This very largo 
room lined with paintings and tap. 
nfltries ia where parties and receptions 
are held. Four Ktont pillar? help snpporl. 
the second floor, and two staircase? 
leading up form a frame to the atrium 
doors. Numerous portraits line the 
walls, each picture being worth 100'400 
gp Lo a collectur. 
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HOLBIN HOUSE 


1 square “ 10' 


Upper 
Level 


fi. Pflrlon This is the most comfortahle 
mom in the house. The femily speTidg a 
lot of time here^ as evidenced by the 
oomfortable padded chalrSp game tahleSp 
mimical instruments, and sewing pro¬ 
jects. When the ladies are not in the 
CffUi'tyai'd (room 11), they are usually 
found here. The contents of tills j'oom 
may be improvised fay the DMi the nio&L 
valuable portable items here are the 
musical inabnimepta, particularly the 
three silver flutes (300 gp each) and, the 
platinum-stringed lap harp (7&0 gp). 
Several lutes^ carved jade chess pieces^ 
and stnall wall hangings may aloe fat 
fouiui The knitting needlee could be 
used as weapons (slb knives doing 1-3 hp 
damage), 

Conservat^iry. A year-round hot- 
hmj^e for Mrs. Holbin^sj pn?e flowers^ 
thia room is warm and humid even in 
winter. The hot water pipes that run 
above floor level along the lines of 
tables keep her delicate plants In good 
health. No valuables are here, though 
some items (like small trowels aiid 
clippers) could serve as minor weapO'US, 


7.1'he lx>ng (jalJery. Kunning the 
back length of the house, this U another 
leisure area and contains the back 
stairs and an inffurmfll dining table and 
chairs. When the family is not here, the 
servants use it to epjoy their free time, 

8. Klluhem This room has aJI the 
modoi^i ouiiveniencea: running water, a 
large stove, and long preparation tables. 
The head housekeeper and cook have 
keys to the pantry and keep a strict 
watch on it. Only Master Tlolbin has the 
key to the small wine cellar, the trap¬ 
door to which |g located in the pantry 
floor. Servants on duty apend their time 
here, polishing silver, repairing house¬ 
hold Imeng, taking their meals, etc., so 
the house's boll systom is locstod here, 

A i-ow of belli 19 attached to the oast 
wall on either side of the pantry door, 
one bell for each room inside the house. 
Anyone polling on a room's bell rope 
Summons a servant in 3-6 segmoots if in 
a downstaira rnuini, h-8 segmenti} if 
upstairs. Valuable items here include 
the silverware, good china, wine 
glassKH, rare foods and spices, and other 
obvitfU& po&sesBsiojia. The knives here 
Eire pei'fectly serviceable aa weapons. 


9. The IVraster''s Office. Hnlhin kssps 
long hours and often brings his work 
huiue. This roum ia furnished with a 
large desk aaJ cliair, a smaller desk fbr 
his secretary/scribe, and lots of shelvea 
full of bound paper' records. As aoted 
earlier, at the time the PCs arrive. Mas¬ 
ter Hoibin (and his malo accTetaiy) Eire 

away on business. 

10. Librnry,. The hooka that fill this 
room are nnoetly about busiaesa and 
economics, though a few express the 
Jodiefi' tastoB. Tharo ora aaveral comfort 
able chairs and tables and strategically 
placed oil lamps. The library doubles as 
a display room for Mrs. Holbin'a knick- 
knacks and other dust collectors. The 
DM should cuRtmn.design a variety of 
unusual items that could he found here, 
few of them should he magical unless 
they are only of curiosity or display 
value. Some of the trinkets could be 
faii'ly expensive (up U> 1,000 gp value), 
but none are espedally gaudy. 

11. Courtyard. Sometimes called the 
atrium, this open court ijs ths shovipiece 
of the house. The courtyard extends 
upward to the open &ky above the sec¬ 
ond floor. Four wide windows, usually 
opon, overlook the court from the 
upetaire halb. The courtyard also 
mokoE a good shortcut to other rooms, 

90 some iTiembor of the household can 
almost always be found po^ssing 
through. In the warm months, the 
sound of water from the large central 
fountain ir Funothing and cooling. The 
place is green with many kinds of orna¬ 
mental plants growing In pot^s and 
hanging from baskets. In each corner 
stands a low marble bench. The fbun- 
tala ed^e is 1' high and 1' acroas^. Mrs. 
Holbin’s two pet pHnuLs live here dur¬ 
ing the weurm mouthy. Both talk and 
love to show off for viBitors, whether 
invited to or not. Any strangers enter¬ 
ing this area after the house has gone to 
sleep awaken the birds, who greet them 
loudly and try to perform for o reward. 
Anyone trying to attack the birds 
causes thorn to emit alarmed squawks 
and fly up to the second floor for safety. 

Upper Level 

12* Roof of the Heating Plant. Made 
of baked red tiles and slanting slightly 
away from the house, the roof nf the 
heating plant is a lO'-jump below the 
rouf of the main hyuae. 
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13. Elissa'a Bedroom is fumisKed 
with a large bed, two large wardrobes, 
and several chests to hold her clothcc. A 
formal gown hangs hrom a wardrobe 
door her betrothal dress. Numorous 
pieces ef jewelry may t>o found in. the 
jewelry box under the bed tup to 

gp worth, as determined by the DM). 

The contents: of this room, os well as the 
Oither bedroomB, may be elaborated 
upon by the DM ss desined, within the 
boiindarieR of what one might reaAona- 
hly find within a wealthy merchajot: 
family's home. 

14. Tren’^ Bedruum is held fur iier 
frequent visits to Fovero. It ounUiius 
one wardrobe on the east wall and a 
large chest at the foot of the bedj which 
is against the north wall. The room 
shows signs of current occupation (shoes 
dropped on the floor, an open wardrobe 
doorj etc.). A small portrait painting in a 
frame shows the two cousinB eide-by- 
side the only visible clue that thsro 
may he more Uian one "'Elisaar The 
jewelry box in one chest holds up to 
4,000 gp of jewelry, as determine by 
the DM. Hidden in the bottom of the 
small chest is a silver d^er in an 
rtTTtHte fltieat.h: a giftfroTvi a wjurior- 
Tuarchant friend of Trea's. 

15. Master Bedrooin* In addition to 
the usual bed. wardrobes, and cheats, 
this room cunlaina Mra. Hulhinb small 
writing desk, set between the two win* 
dews. Vat Lous pieces of jewehy are scat¬ 
tered tlrroughout the bottom of one 
chest (up to 15,000 gp worth), as Mrs. 
Holbin is not very organiiied. Several 
interesting mementoes are visible in 
the room, all of which may be designed 
by the DM. 

10* Spare Bedroom. Although they 
must vacate the room for Bpecial guosts, 
the butler and hia wife (the head house¬ 
keeper) usually aleep here. Aside from a 
SO[>.gp watch and a 500-gp necklace in a 
wardrobe, there is little of immedifit^ 
value here (the butler and maida have 
invflsfceri the m^nrity of their monies In 
merchant interests and local banks). A 
belt purse in one chest holds 22 gp. 

17. Cuii 2 iervaU>ry Rou£^ Ttiis slightly 
peaked ruuui is similar to llie heating 
plant roof, except for its two large glass 
windows that cakh the sun's rays. Any¬ 
one standing at the windows of rooms IB 
or 16 can easily see down in&ido room 6. 


18. Msiids^ Bedroom. Four of the 
junior maids aharc this room. It is 
crowded with beds und cheeto, Though 
eramped, it haa a fine view of the 
grounds. The oontentB ol'the chests are 
so varied and jumbled that anyone 
Boarehing through them will soon real¬ 
ize that little of value can be found 
here. One valuable raudmin item will 
turn up per turn nf searching, but each 
auch item will be of a value less than 30 
gp (e.g., a purse with 12 sp and 2 cp. an 
ornate copper rinif worth 5 sp. a paste- 
jewelry broach worth 2 sp* a rare gold 
coin worth 5 gp, a brand-new and rather 
riac|U^ set of undergarmenta woiTh 6 gp, 
etc.). The total value of the Bmnll, porta¬ 
ble items herein is 600 gp, 

18, Beiiior Maide^ Bedroom. Two 
maids share thia r^om and muat ahorc 
the adjoining bath with the other four 
maids. The eame note ragor^ng valu- 
abieB in room 18 also applioB here, 
though discovered valuables will be 
worth 100 gp or less. A total value of 
1,UUD gp applies to the smEUl. portable 
contonta of this room. No wespona (save 
for a bronw letter-opener) may be fnimd 
here. 

20. Guest Bedrooms* Four guest 
rooms line the south wall, each fur¬ 
nished with a bath, wardrobe, oliest, 
and bed. None aiecuiTently occupied as 
the house party season is over. 

31* Storage* This large wulk-in closet 
holds all the upstairs linens. The floor 
in, this room squeaks very loudly when 
walked upon, alerting everyone at this 
end of the house (on upper and lower 
floors) to the presence of fiomeono in the 
cloijet, UnlosB thsro is good ronoon to 
suBpect something is amiss (o.g., the 
floor suddenly squeaks at 8 A.U.), the 
noise is ignored. 

22. Roof, Twenty feet above the 
porch, the baked red tiles slant down¬ 
ward to direct, rainfall away from the 
hnuoe. 

Povero's Market Area 

Elissa cKgularly visils a number of 
shops in PoverOj since she and her 
mother are very serious shoppers. List¬ 
ed below are the stores she is most 
likely to patfotiizc. in the order she 
usually visits them. Bemsmbor that 
Ttca may also be shopping in the area 


{&0% chance}, and frequents many of the 
same establishments, although they 
will nover be in ono Bhep at the samo 
time. 

If enceuntered in the market, Eiiasa 
will be in a downeaBt mood; her mother 
is. picking out things for the upcoming 
hetrot.bal and wadding, and ElisRa ir 
generally depressed about the v^hols 
affair and is thinking wistfully of 
Richard. TVea, on the other hand, is in a 
fairly good mood, though tiaddened 
about bur cousin's predicament. 'Drea. 

like Elissa. will have aik male body¬ 
guards (in her own employ), but has no 
other companionSr 

All NPCs encountered bebw. unless 
otherwise noted, are sero-level humans 
CAC 10; MV 12"; hp Hi; #AT 1; Dmgby 
weapon type (unarmed); AL variable, but 
usually good or neutral, as appropriate). 

1. Mistress Bobbin's Dross Shop. 
This exclusivtj and very oxpensivo 
dressmaker jig opon to ladies only. Mole 
PCs are refused entry by the vary fonni- 
dable teceptioniat, Miss Dremonk. Thf; 
Hoi hi n man-nt-ann.R refer tn her an Miss 
Dreadful, hut nnly bahind her back. 
Fifty years old and utterly fearless, she 
has all the endearing: qualities of a 
rampaging brachiusaurus and a power¬ 
ful voice to bout. Female PCa o^ e made 
welcome with varying degrees of polite¬ 
ness, depending on the riclmeas of their 
attire. The inner room contains Several 
racks of ready-made clothing to browse 
through, but moat of the busineas ia in 
custom-made gEirmcnta. A shop helper 
hovers near any shoppers to bring fabric 
samples or toko measurements. When 
Eligaa shope hero, her bodyguards muct 
remain outBido. If they hoar any sort of 
violont co'mmotion within, they'll come 
rughing to the rescue, tn apite of Mias 
Dremonk. 

a. Thfi Grny Whnlo Piih* ElsRsa hnr- 
self would not think of entering n com¬ 
mon tavern, but the pub Is located just 
down the street from Mistress Bobbin's 
Dress Shop and is something of a temp¬ 
tation to her men-at-arms, who will 
have bad a long and thirsty troL 
through the city. They often take turns, 
two at a time, to get refreshment. The 
pub might also make a good obaervation 
post for PCs staking out the dress shop. 
The rear door opens onto an alley that 
winds behind a row of shops to join the 
street just opposite the dre6Bmaker''B 
ahop. 
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4. EsJuerelda^iS Lacy Uumeutioua- 

Shu[? anuihcr c:!E|>en 2 ^ive estab- 
lighment wliere men are btrirtly 
forbidden. In anticipation uTlier upcom¬ 
ing betrothal and marriage (whether 
ahe likes the groom or hot)f Elfosa ia 
buildiiig Up her troueaean. Her party 
may spend a lot of time here as she 
picks and chooses fluffy finery, and ia 
mea&ured and fitted for delicate gar¬ 
ments. The bodyguards, of course, must 
romain outside. The back door opens 
onto a short alley just off the east-weat 
road north of Shore Street, 

5. The Teeny Tiny Tta Shoppy. 
Elissa's party often stops here for a 
light snack of sweet cnkeR and tpji — 
and a lengthy gossip aassion should 
they meet someone they know. Men are 
not excluded here, but few ever venture 
inside. Foraome reason, they find the 
sni^ll building aud Ite frillv, feminine 
decor oppresaive. Elissa’s bod y guards 
remain outside. One of the men-at-arms 
ia involved with the shop’s seiTbff girl. 
She often slips out to bring them left¬ 
over cakes, and a fomnle PC could posai- 
bly take her place in the shop at this 
time, 

6r The Reader’s Rest. Povaro io 
renowned far and wide as a center of 
Isaroing because the majority of its 
cit.iiona are able to read Sprinting 
praaseR nre old new.R in this rather 
advanced town). This is the largest 
bookstore in town, selling a variety nf 
popular books at low cost. Many^ of these 
are not true books, but thick, cheaply 
bound pamphlets covering many sub¬ 
jects, from romantic tales fit for young 
ladies of quality to spicy adventure 
yarns for young men. Hare tomes and 
heavy books of lore are not to be found 
here. Moat books are 5 sp each. 


8. Bizari'C World is a large, high- 
shelved, narrow aisled store spedaliaiog 
in highly priced impoi’ted items: spites, 
perfumes, bolts of rare cloth, and other 
luxury goods. Because of the value of 
the merchandise and rarity of many 
items, the staff here arc always on the 
lookout for customers who behave suspi- 
cioualy, Gspocially etrangere, for fear 
they may be thieves. Tho store employa 
two gnai^ for each of the front doors 
(AC S; MV 12"; Fl; hp fi each; MT 1; 
Dmg by weapon type; AL LN; club, 
daggorl It. is their busine&e to refuse 
entry to suspicious chamcrjirs, or cap¬ 


ture and hold them should they be dis¬ 
covert in the store. If necessary, the 
guards give chase while shouting for 
assistance from the city guard. The 10'- 
wide rear dour is usually upen fur the 
receiving of goods and for veaLilaLiun. A 
aumber of full and empty crates are 
piled up here, and at least five hu&ky 
’workers spend the day hauling goods in 
and out of the doora. They are likely to 
notice someone who doegn't belong 
there, though a PC disguised as a mer¬ 
chant will probably go unqueatiouod, 
Any uproar here brings the front-door 
guards within 1-4 Regmentg. 


7* The Open Market, These two 
blocks arc crammed with hundreds of 
small boPthSj tradesmen, and peddlers, 
all hawking every kind of item and 
gervice from shoe repair to tooth extrac¬ 
tion. Eiigga^s party niay browse here, 
searching for bargains. Their body- 
gtisrds are especially alert m the mar¬ 
ket becflu.Rfi of the pressing crO’wds and 
tha risk nf thieves and cutpurses. Vio¬ 
lent crime, while known to occur, is rare 
enough that it Is rarely anticipated; 
Lhefl Js the crime of most people's con- 
oBrn here. Tlie upen market should be 
played put OS a place uf great cunfuaiun, 
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with dozens of oompetini; oolor^r oction^i 
noisc9} and amclls^ oud constant contact 
with people who occidentsilly brush 
aeain&t each other a& they walk 
through the marketplace. Encounters 
with rakes (as per the DMQ, page 1^2) 
could Lead to a ecuttle and a aubaequent 
encounter with guards and constables. 

The Dancing Maidens 

This famous landmark is easy to find. 
Any native of PoverUn and most of the 
tourists, can direct the PCs there. The 
ancient stone circle’s origin and purpuze 
have been lung forgotten In the pusfsiiig 
oeuluriiis, but it attracts many curious 
visitors. Quick to take advantage of the 
posaibility of tourist income, the city 
oldors set aside the area around the 
circle as a recreation spot. It is honey¬ 
combed with gravelled walks, f xiatie 
stone tables for outdoor eating, and a 
wondering herd of ehcep that keep the 
gra^B ehoiti 

At the cantor of the park atandz the 
circle itself. The four long osirthen 
mounds that roughly gurround the 
stanog are covered with long grass and 
Stand 10' highor than the rest of the 
gronnfl. branding stnrteg are scattfired 
Inside and nuLside the ring of barrier 
mounds. The large stnnes are 20' tall, 
the smaller ones are 10' tall. Fallen 
stones are 5' high. All are massive and 
roughly cut; a niunt ur thief would liave 
liLLle trouble climbhig even the tallest if 
SO inclined, 

For the last hundred years, this monu¬ 
ment has beta the favored Sipot for 
young ladies of Povero to have their 
weddings. The locals love a good party 
and, whether invited Of not, usually 
drop by to watch, eo rich or poor, a bride 
can be sure of a fe&tivo wedding. Follow¬ 
ing an ancient custom,, the unmarried 
ladios ol'the city, young and oEd, link 
hands and ore led by tho bride in a 
dance that resembles a lively game of 
folloW'the-leader. In lime to music, 
singing, Rnri laughter, they skip in nnd 
around the atoneJi in a random pattern 
that must circle each atone at least 
onoo. This dance is supposed to bring 
good luck and health tu the happy euup' 
le and to Insurv: that all the uthur i^irls 
find husbands, hence the name O'f the 
circle; the Dancing Maidens. Since 
many of the young men of the city turn 
out to watch the dance, it creates a Ane 
opportunity for the unmarried of both 


sexes to observe each other, so perhaps 
there is some validity to the old tradi¬ 
tion after all. 

There is nu treasure bui ied iu liie 
^iiuunds or among the stoneSh though 
town gossip may hint otheiwiae. No one 
has actually dug here for treasure, a& 
such an action would be considered 
vandalism of a public monument. The 
park is an eerie spot at night, alter it 
ofTicially closes at duck. With the un¬ 
even bleating of the sheep in the dis¬ 
tance and the moaning of the wind oe it 
weaves among the stones, the circle can 
bo very lonely, indeed. Treosute hunters 
may find the place to be very creepy, 
especially when the sea mists close in 
and the silenr. stonea Ioann oiit of the 
black and gray light tike acciifiing 
g:hnsts. 

Richard Savelle appears to be waiting 
for the party with a holy man and two 
witnesses for Eliasa's wedding. In truth, 
Lho four jneii ai m Aldron Fo1b.rc hiniieielf 
and three di&gui&ed members of his own 
loyal bodyguard (AC G; MV 12"; F£; hp 

7 each; MT1; Dmg by weapon type; AL 

NE; long sword, dagger}. Also present, 
but hiding among the stones, art sev¬ 
eral more of Folbrc’s guards, their num 


ber equal lo the number of PCs present, 
plus 1-4 more (atats as above, plus tight 
LroaslxjwB). Ftilbre's plan is Lu cut down 
tlie party as quickly as pos^sible, then 
murdei' Elissa with a dagger belonging 
to Richard Savelle, whose name and 
coat of arms decorate the hilt and blade, 
ao that her beloved will be blamed for 
her death. 

Folbre, despite hia considerable charm 
and civiiiaod bearing, is quite sociopath 
ic and bears no guilt for anything he 
does to further his awn busihoss careor 
(his own moTi Secretly refer to him as 
“The Serpent”). He gently helped his 
own father along to the next plane of 
existence in order to rake over r.he faini- 
ly trade, and he qiiickly established 
himself as a figure of re.spect in the 
area. Gaining 'Lhe fbiend^ip of Richard 
Savelle was otke of his crowning 
achievements. Folbre invited young 
Savelle to supper and slipped a sleeping 
powder into Richai dlg aHei'-diimer wine. 
He then borrowed Hichaid^s distinctive 
dagger and oloah, and is now wearing 
the cplars of the House of Savelle. In the 
dark, with his hood pulled close, he 
strongly resembles the prospective 
bridegroom. 
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If the murder occurs and anyone later 
attempts 0 spe<ih ofifh d^ad- apoll on 
Elissa^ ehc wilJ mistohenly implicate 
Richard in the crime (Trca, ifslnin, 
would still know the truth), The uncon¬ 
scious Richard was brought to the park 
by cart. He will be ccmveitiently t'ound 
next to Elisaa'a body, again weariug hia 
oloak^ the bloody dagger in his hand, 
w^iih no memory of how he got there and 
no alibi. 

The DM should remember the possi¬ 
bility that the PCs arrive with Trea^ not 
Elisaa. If this occurs, and Eoltare recog- 
uiaes the girl, he Lries to have all the 
PCs and Tiea nuudered, tUeugoea 
ahead with his plan — makhig the 
appropriate adjustments, of course. The 
murder of one Holbin girl is just as good 
as that of another, he thinka. In fact, 
when his devious mind has a chance to 
mull over the implications, he realises 
that framing Richard for Treats murder 
will bring the added bonuses of forever 
alienating Elissn from her lover while 
splitting the Holbin clan with accusa¬ 
tions and reerlminations. 

Ffllhre plana to say that Richard got 
very drunk at dinner and hegan to rave 
about the iiyustice of forcing a beautiful 



young girl to marry a decrepit old man. 
" ^If I can’t have her, I’d rather ^ee her 
doad,' were his last words to me before 
he stormed out of my houac,' Folbre 
will report, "'hut I ahrugged it off as 
frustration over Eiitsa’s betrothal. 1 
never dreamed my poor friend would go 
to such a horrifying extreme I" 

Folbre hopes that the shocking and 
brutal crime will spark a terrific civil 
distnrbarkoe between the two families, 
perhaps even n small civil war. He 
knows both sides avcII and is certain of 
their volatile reactions. By carefully 
remaining neutral in the conflicts he 
plana to emerge as the leading mer- 
clianl prince of tlie city. Indeed, if he 
works things right, he ma.v even bw able 
to rewrite the city charter, thereby 
placing himaelf in charge of all PoveroE 

Concludfng the Adventure 

This only cleric in Povero capable of 
casting a noHsc dead spell is of ehaotie- 
noutrol alignment and has not been on 
speaking terma with the Holbins for 
years. amount of pleading will per. 
suade him to the dead girl. The 
nlerifi might cfunRider a bribe, hut his fee 


would bo ejiorbitant as his purpose is to 
beggeuf the entire Holbin family to set¬ 
tle his grudge agains^t them. If papular 
opinion turna against him, he slips out 
of tourn in the dark of night and cannot 
be traced. 

If the Kolbins send to other towne for 
a high-level cleric, Polbre’e miniona 
waylay the messengers in order to buy 
time for his Mheine, As travel ia slow 
and uncertain m the wilderness outside 
of Povero, it could be montha before a 
cleric is found, too late to save the girl. 
By then, Fnlbre may he in charge of the 
city. 

If they have managed to avoid being 
implicated in the kidnap plot, the PCs 
may want Lo try Ut run the cordon of 
Polbre’s tliugs iu oi dtrr Lo bring back a 
cleric and atone for their pari in this 
sad tale. If the adventm ers attempt to 
denounce Folbre to tho city magiatratea, 
it ia poaaible that, aa atraagers, they 
will not be believed, unless Trea can 
testify on their behalf If the PGa &ro 
instrumental in preventing the murdc-r 
or finding a eloric to the dead girl, 
the Holbin family provides a reward at 
least equal to the amount promised by 
Aldron Folbre. O 
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SAMURAI 

STEEL 

BV OAW SALAS 

Treachery, betrayal, 
and a flower of ice 


Artwork by Jirr HoltOwflY 
Cdito^raphiV bv Diesel 


Dan 5a^£Ki w a at BridsewtUcr 

State College, studying biology and 
wrUl/ig. He is «■ fan of H-K Howm^d^s 
Conan tales as well as mariial arts 
samurai fihns. Datds first Tjuriting sales 
ha^:e been to DRAGON^ Magazine and 
DUf^OEON^ Adventures. He tells us he 
plans to stihmit many more wffrks a^ffosi 
as he can uirite them- 

Samurai St^el i£ an AD&D^ game Ort- 
jUt'ettiures module designed for 
4-S player characterE of lev^elE 3-5. Any 
Oriental PC race or class ia suitable, 
though at least one ninja or yakuza 
should be inebtded, Gajjn PC!? are not. 
recommendod. This adventure is fjom^ 
patible with the campaign setting in 
OA!, Sword.?! of the Daimyo. 

Adventure Background 


In your search for adventure, you 
have taken ship to Hinomoto., the 
southernmoat island of the country of 
Kozakura. After a short-, uneventful 
voyage, the ship anchors offshore, 
and you take a rowboat to the beach. 
Ahead, you can see that the sand is 
flanked by twu large hills of rock. On 
the right hill, a sLone tower over¬ 
looks ix small nsliicig village and tiia 
tliiok foiest at the interior of the 
island. The rowers drop you off and 
then take the boat back to the ship, 
leaving you alone on the shore. 


Before the PCs have a chance to move, 
10 fierce warriors^ march down from the 
village. There are nine samurai (AC 
10^ MV 12'^; 2nd-level samurai; hp 14; 
#AT 1; Dmgby weapon type; AL LN; 
katana, wolcisashi) and one lieutenant 
(AC 9; MV 12" I 2nd-lovol oamurai; hp 
14; ^lAT 1; Dmgby w^eapontypo; AL LN; 
katana, wakisaahi). These so Idiots in 
brown kimonos head directly toward the 
party bot do not draw their swords 
unless throatoued or attacked. The 
samurai forin a half-circlo nut nf swnrd 
reach, blocking the PCs from the 
village. 

The lieutenant steps forward, bnwa 
his head, and says, ’T am Kinnori Sato, 
in the service of Lord Sbiruada Oda. 
Lord Shimada is new residing within 
the watchLuvver Lliat guards this village. 
I must Lhci'efore a&K your buginesa 
here.” 

If answered poorly or rudely, the lieu¬ 
tenant &nyH, "T mu5t ask you to give up 
your weapons. Please place them on the 


V 
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sam H ” Weapon a are confiscated froin 
obedient PCa^ but the advenlurers are 
given no further trouble. This demand 
cannet be denied. The ssunurai back it 
up with drawn swords if they must. If 
the PCs attack, the saniucai fight with' 
out hesitation. Thirty more samurai 
(same statistics) hear the sounds of 
fighting and arrive at the rate of 2-8 
every third melee round. Any PCs cap¬ 
tured alive (not a likely occurrence) are 
tied find left in the nearest grain otore- 
hou&e. There they wait 1-4 days for a 

trial before Lord Shimada] who rarely 
gi.ve& any eonteneo esteept death. 

If given fair or innecont-Eounding 
answers, of if the disarming occurs and 
both aidas ara atilt talking, the iioutan- 
ant says, am ordered to say that you 
are temporarily restricted to tbia vii- 
lage. No <me is allowed to leave without 
the permissinn of Lord fihlmadR. This is 
only temporary and is not meant as a 
personal insult to you.'’ He then points 
to building 9 (see the map of Yorumura 
Villas). 'T suggest that you take roumti 
uL Songbird liui,” he savs. ''You will find 
it comfortable.” 

The lieutenant then leads hia men 
back toward the village, leaving the 
PC a alone on the beach. 

For the Dungeon Mooter 

Ibasuido Province is on the northwe&t- 
ern peninBula of the island of Hinomoto. 
One of its estates is administered by 
Lord ShitnadaOdaiAC; 10; MV lO"; 

ythdevol samurai; hp b&; #AT a; Dmg 
by weapon type; S 14,114, W 13, D 10, 
C 14^ Ch 12, Co 10; ATjT.N; kfifnim +,1). 
He is a man of fair ability, but recently 
his performance has been weakened by 
the influence of hia newest concubine. 
She is a beautiftil young woman named 
Korihana (AC S; MV 12"; 2nd-level 
ninja/2nd’level buaiii; hp 10; #AT 1; 

Dmg by weapon typo; S 10> 114, W 12, 

D le, C 12, Ch 18, Co 20-, AL LE, profi¬ 
ciencies; music, Binging, dance, noh, 
etiquette, katana). 

For months, ehe has been hinting at 
treachery and corruption in the estate. 
Her lies are deceptive enough to moke 
Shimada a nervous man. She points out 
imaginary political plots, warns of 
assassination attempts, accusee oHicars 
of disleyaity, and much more. Overcome 
with fear, Shimada has heon executing 
and banishing his best samurai. His 
soidiora terror!?* the peasants and 
interrogate suspects. The estate i.s in 


turmnil. No protests have yet reached 
the shugodai — the military governor of 
the province — to end this miseiy. 

KprUiana is an eapianage agent under 
the orders of another dainiyo of Ibasuido 
Province. Tliis man \s UtKihio Noboru. 
lie plane to disnipt Shimada’s estate 
completely. When Shitnada’s incompe¬ 
tence is revealed to the shugodai, 
Nohoru hopes to take control of the 
BBtate. His plana nro going well. The 
lica of a pretty woman are proving to be 
more effective than the efforts of the 
faett niiya could have been. 

Now Shimada has taken up rosidonce 
in a new home on his estate. He has 
come to the small fishing village of 
Yorumura, bringing 150 of his samurai. 
In Yorumura he feels socurej as it is a 
amall nrea where flil of hig people can 
be easily watched. Of course, his favor' 
ite concubine is with him, causing more 
Sind more damage. 

Shimada is unaware that throe more 
enemy agents are operating in Ypru- 
jiiura. One is the inukeeper of SungbLid 
Inn, Rokan (AC MV 2rd-level 
ninja/Srd-level yakuza; hp 12; #AT 1; 
Dmg by weapon type; S 12,1 If!, W 10, 

D IB, Q 14, Ch le, Co AL LE; profi- 
cienciea; tea ceremony, landacapc gar¬ 
dening, animal handling, katana, 
ninja-to, ehuriken, ki&cru). The second 
agent ie the inn's servant boy, all yoar- 
old named Nozumi (AC 8; MV 12"; lat- 
lovel ninja/lfit-lovel yakuza; hp 3; jPAT 
1; Dmg by weapon type; S 11,116, W 
10, D 16, C 10, Ch 17, Co 12; AL NE; 
proficiencies’ animal handling, cooking, 
ninjA'tn, shuriken). Tha last, agent i.q the 
village hlaeksnuth, Hnnzo (AC MV 
12" 6th-level yakuaa; hp 36; #AT 1 at 
+ 1; Dmgby weapon type +2; S 18,115» 
W 12, D 1S, C16, Co 6: AL NE; profi- 
ciencies; painting, bUdk&mith, weapon- 
smith, katana, dagger, jitte, pain touch 
ma^ieuvei'). Tfiese men serve mainly as 
messengera between Korihanu and 
Noboru, aince her delicate position does 
not allow her many chances to contact 
her employer. 

Thcae agenta truat no one and try to 
km any outgidcra who know of thoir 
plans. Any PCs who offer to join the 
eonspiroey are immediately treated as 
enemiec. This is especiaily true for 
nipja and wu jen PCs, who are consid- 
Ered ojitremely dangerous to the politi¬ 
cal plot. 

The PCa find Yorumura an unhappy 
oomTnnnir.y. The peasantR .qhowthe 
necessary respect, but their misery is 


clear. Not nnly have Shimada’s soldiers 
been causing trouble, but now the 
tyrant him&elf lives here! 

By Shiniada’a cuininand, ni] fiishing 
boats are permitted away from the 
beacii, since this nuKhl allow Lraitoi.s Lo 
leave and arrive in secret. Unable to 
fish effectively, the puusants wander 

through the village or mopo in their 

homes. Samurai patrol the streets, 
traveling in groups of 2 -d, with a cumu¬ 
lative 10% chance per soldier that ono 
of each group is a lieutenant. They do 
not bother anyone without reason, 

Tho PCs havo entored a delicate aitua- 
tian, and their own actions determine 

the exicounteic^ that occur. Read the 

following oneeunters thoroughly; none 
of them stands completely alone, and 
they Rbmilri rirn together in a ronsi.qtent. 
series. 

'The Mission” eicpiains the situation 
to the PCs. telling them what they must 
do and providing hints for how to pro¬ 
ceed. They are warned not to speak 
where unseen ears iiiii^ht hear. IT they 
discuss their plans in line inn, there is a 
good chance that the innkeeper or his 
aasoc-iate is listening, leading to the 
“Poisoned!’^ encounter; the innkeeper 
uttempta to poison the PCa and deliver 
them au prisoners to Hamso. In captivi¬ 
ty, they ore tortured for information but 
are also given a chance to eacape. 

The PCs should be EuspiciouE of Han- 
zOr If they go to explore hi? house, use 
'"The Raid” encounter, 'This sets the 
stags no matter how the PCs intend to 
proceed. 

Returning tn the village, they become 
involved with "The Note,” which gives 
them a reason to suspect — and explore 
— the tnnkeeper'B home. "A Warm 
Reception" e;^lain3 the innkeeper’s 
FeaotiuD to them on L-heir return. ''Aocu- 
sation of Treason” deals with Kori- 
hana's treacbery against the PCs. And 
finally, "Eacapo” sets up a po&sible last- 
resort attempt by the PCs to got out of 
Yorumura with their heads still 
attached. 

The Mission 

Shortly afltor chocking into tho inn (or 
as they ospiore the villago if they decide 
to do that tirst), the PCs are approached 
by a handsome, middle-aged samurai 
who wears the colored vest of an officer. 
TTfi iq alono. The Ramurai Raya, ''Rvenaa 
me fnr inr.errupting you. My name is 
Igesu Yaemon, in the service of Lord 
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Shimadii Oda^ I would likf; to 

wiLli you Oil u uisilUir lliuL ia uf 

importance to all of ua " If the FCa 
a^ee to listenj he says, '^Not here. 
Never speak of important matters 
where unseen ears might hear” 

He leads the party to the shrine of the 
Sea dragon (area 6), takes a quick look 
around H and then tella his story► 

^^As you may know, Lord Shimada is 
living in that watchtower” Ho points to 
arsfl 1, which, is visiblG over tho roofa of 
tho peasant homos. '^He waa a good 
man, but recently he has become a 
tyrant and has ordered the deaths of 
many of his own samurai, He's tome to 
this village because it is easy to defend^ 
Rinre he is fearful nf attack. 

''Lord Shirnada tnista only one pflrsnn 
— his concubine. Her name Is Korihana. 
the 'Ice Flower.' She's very pretty and 
everyone likes her^ but Tve noticed that 
Lord Shiiuada becomes dangerous tmly 
alter lie has spent Lime with her. Fiu 
convinced that she is leKpuiisible fur his 
corruption. 

“Fve told you this because very soon 
she will begin to see you as a threat. 
She'll accuse you of being spies and will 
suggest that you all be killed. There are 
too many sumurai in this place for even 
the beet fighters to handle. Seven other 
strangers have died in this way, and all 
were aa strong as you. 

"'lb avoid this, L suggest that you 
gatiier ev.UlGnce against her and present 
it to Lord Shlmada. If you go to the 
tower, he will grant you an audience. If 
you can convince him that she is disloy¬ 
al, you'll tinri him to he generous. Tf ynii 
cannot . . . then i wi.qh you the heat.''' 

He suddenly points to the peasant 
house nearest to area 2. A pretty young 
woman dressed in flowing white robes 
stands there in conversation with a talk 
ugly bruLe dressed like a peasant. No 
one else is near them. 

'‘That i& Korihana,' Yaemon says in 
surprise. “And the village blacksmith, 
Hanr. 0 - What business has he with the 
daimyo's concubine?" 

After a few momenta, Korihana walks 
back into the village, while Hanzo 
croEiscG the annds toward bia house (aroci 
5) next to the rocks. Ho gives the party 
a long, cold ataro, but dooer not &top 
unless approached. 

Yaemen says, “YesterdayT when Hanze 
delivered two dozen new horseshoes to 
the watchtower, he asked a lot of quea- 
tioiTifi about the tower’fii htatory, From 
the conversations that were related to 


me by the wldiers, the blacksmith 
learned about tJie towerb layout and 
the position of of Uie guai'da. He also 
seemed to be studying every detail of 
the place that could be seen from the 
outside, Fm not sure of his intentions, 
but I know that he came to the tower to 
do more than deliver horseshoes. 

Yacmon gl(iniOc& over bis shoulder 
ncrveuely, then quickly says, "Fvo told 
you what you need to know to save your 
lives. If you try to escape from the vil¬ 
lage against Lord Shimada'a orders, his 
men will hunt you down. If you stay, 
you'll bo executed if you can't prove the 
concubine’s troaohary. Ajct fast, but be 
Careful. Never discuss these things 
where unseen e^lra might hear.” 

Tf the PC.'! ask, ''Why can’t yon take 
care of thia matter yourself?” or "Can 
we expect any help fifom you later?” 
Yaomon says, "Tbday is my last day 
here. My lord has acem^ed me of treach¬ 
ery beciiLiUje Kurihana knowt tliat I 
HuSpeoL liei;" He will uoL, however, give 
this infomiatipn without reason. 

When the players have no more ques¬ 
tions, Yaemon says, “Excuse mt, but 1 
must go now'. Good luck," He then 
walks through the village toward the 
watchtower, never to be seen in Yoru- 
mura again. 

Poisonedl 

The DM should pay close attention to 
w'liGre the PCs disouas their plans. Any 
time importaiit matters are spoken of in 
the inn, there is a 7t>% chance that 
Ne^umi overhears the conversation and 
reportfi it to Rnkan. Gheck this every 
time the players get careless. 

If Rokan learns that the PC,s are sus¬ 
picious of Korihana and Hanao, he 
attempts to poison them. Nerumi — 
smiling as always — appears at the door 
of the PCs’ room carrying a Lray, a poL 
of hot tea, and enough cups for all. He 
say a, “Dusineas haabeen poor lately, 
and my master wiahes to show his 
appreciation.” He fills the tupa, includ¬ 
ing one for himself, and invites all to 
join him. It ia bad manners to refuse the 
ofTor, and the DM might want to punish 
those who ore so rude with a ponolty of 
— 1 honor pHjint. 

Nezumi has already taken a poison 
antidote and is not aiiected. The aleep 
potion in the tea takes effect after one 
turn (no saving throw) and lasts for five 
Tionra. Tf ftueTt one PC does not drink the 
tjofl, the PCs are laft alone in their 


roomB. A slow poison sp^ll will delay 
the potion's effects, and a jieutraiize 
fjuisvn stpell will negate Lhein. The DM 
should tiy to avoid letting the players 
suspect the pi-eseuce of poison if the 
plan fails. This can be done by saying 
that, one by one, the PCs become very 
drowsy and begin to drift off to sleep, 

If the IKJs realize the boy'a treachery 
and become ootivc, ho scretims, “Mur- 
dcrorEr" and cecapee through the near- 
e&t door or window. At his firet chance, 
he enters the crawl epacs under the inn 
and tries to got to the trap door under 
room yS (see liJongbird inn map). Then 
he climbs up into the room and enteri] 
the secret corridor, where Kokan is 
waiting for him. They gather weapons 
and att.nck the PCs at r.he T'ir!¥i. 
opportunity. 

If Roknn's plan goes well, ell the PGs 
drink the poisoned tea, and are cap¬ 
tured. They awaken in the house of 
Hanzo, in a room in his rellar (room SN 
on Lhe map of Hanzo^s Houstj), They are 
all stripped to the minimum of clothing, 
with ankles roped togetliei and iiaiidi^ 
tied behind their backs. Tlieir outer 
clotheB lie in a pile in one cornei' of the 
room, but their weapons and equipment 
are on the main floor in room SF {on the 
fca^ side of the guard dog, of course]), 

Hanso enters the room ao ooon as the 
last PC awakens. He asks a few' ques- 
Lions, ineludiog "Who are you working 
for?” "How much do you know?” and 
“Are there any other spies?" He 
addressee his questions to the entire 
party at first, but if answered rudely or 
not at all, he approaches the PC with 
the highest combination of strength and 
constitution scores, applies a puin touch 
maneuver pnge 

104), and asks his questions again. 

A PC who resists must save vs, paraly- 
sation. Modifiers are a cumulative -1 per 
previous pain touch received, "4 for 
uniiiipoitanL iiiforniafiuii (DM's Judg- 
meut), aud +4 for iiLipuriuiiLor personal 
information. Those who fail must give an 
aniiviici-. Anyone attempting to lie must 
save V3, paralynation again, with the 
same modifiiers in addition to “ 3 foi" good 
PCs, - 2 for lavdiil PCs, -i-3 for chaotic 
PCs, and +2 for ovil PCs (c.g., lawful- 
good PCs save at -5, chaotic good PCs 
get no additional modifiers, etc.). All of 
those modifiers are cumulative. 

Hanzo checks the bonds of each pris¬ 
oner and then goes to room 5B on the 
mam floor, where he sits and meditates 
until tbe PC!s force him into action. He 
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leaves a paper lantern in the room with 
the prisoners, and it remains lit tbr 
another four tiims. 

The PCs ai*e now alone and may 
attempt, tn esoape. The DM might allow 
them tn urg the nipja eapahility mnfip{> 
iOriental Adventures, page 21 >h reduced 
by half fbr non-Diiojas. Or, the DM could 
allow a bend bars/Iifl gates roll fo-r a 
chance to break free. What happens 
uuce the PCs are free is determined by 
tlieir own actions. Refer to the oiicoiiuL- 
er& in Hanbo's house and the map on 
page 4£. 

The Raid 

If the PCa decide to look for information 
in HnnEo’a house on their own use Thblc 
1 to determine hie location when they 
arrive. If Hanao is not located on Table 

1, US9 Ihble 2 . 

'lb d^termioo Homo's reaction to the 
PCs, remember that he is an intelligent 
man but is friendly only when he must 
be. He can be bo&tile to those who don't 
seem tn deserve hia hard-wnn respent.. If 
Han 2 Q discovers armed intruders in hia 
home Cor escaped prisoners ftrom the 
cellarl, he releases the guard dog from 
room 5F and attacks immediately, using 
the katufia of iiualiiy from room EB and 
tiyiiig every deadly tjcick Tie knows. 

The Note 


If the PCs decide to return to the inn 
from Hnnao^a bouse^ tbey encounter 
Korihann in the village. As soon U 9 they 


T^ble 1 


Chance of 
Hanzo’^ 

'Time 

LocaUoii 

Prescjicu 

Day 

Smith ghop 
(5J) 

B0% 

Early 

Sitting 

70% 

evening 

room fSB) 


Night 

Bedroom 

90% 


(50 

(asloep 40%) 

'l^bl«2 



Ide 

Limation 


l.M 

Dog'g room (5F) 

34 

Kitchen (5E) 

5-6 

In village 

(return tn 

3 A turns) 


ooino lo flight of the initj they &ee her 
walk paet its front gate. She does not 
them, and dropa a scroll co^e 
to the ground at the gate. She continues 
on, walking casually through the vil¬ 
lage for two tnms before returning to 
the watchtnwer. If she ia attacked nr 
otherwise bothered, her shouts bring a 
dozen samurai to her aid in 2-3 rounds. 

TV^o rounds after Korihana drops the 
ucroLi case, NezumJ upmes out of the 
iim, roti'leves tlie tiHEt), and goes back 
inside through the entrance to Rokan's 
private rooms. If the PCa do not take 
any action to grab the scroll or inter¬ 
rupt the ninja'a plans, NezumL goes to 
room 9S and hands the scroll to Rokan. 
After that, the boy goee to room DH to 
sleep, 

Rokan opens the scroll eaeo and rcode 
the note inside (this takes four rounds). 
Ho thon tflkoa the noto to tbo closflt 
froOm 3U) in his bedroom and places it 
in the eenicealed compartment there. 

The note reads: "'The hare will soon be 
ready for the catch. Let the iron-forger 
know that in fleven dflyshs may inform 
nur emplnyor of iShimnda'.s weakened 
State” It is signed, “The Flow^er of Ice.” 

A Warm Rijceptioii 

Thu PCs are given no more trouble at 
Songbii'd lun, Iftliey return from Hau- 
zo'a ho'Use, Rokan realizes that they are 
too strong for him (ovon if ho learns of 
their mission after they raid the black- 
Bmith's house). Rokan doeanT want to 
take any more chances with such a 
powerful group and wnitE patiently for 
the ‘ AceuBation of Tteaaon'’ encounter 
to occur, 

If the PCs force a fight or try to Eearch 
Jkokan'g house,the two ninja/yakttza 
fight to the death. They try to use the 
eggshell grenayies from room frS and 
prefer To attack from behind rather 
than fight openly. 

Accusation of Treason 

The PCs have been warned of a time 
limit by IgeEu Yaeniun, and the DM 
should allow no more than four game 
days before Korihana turns against 
them, Bernembor that she works in 
cooperation with her three fellow 
agents, and anyone who stirs up trouble 
against them quickly drawa her 
unwanted attention. If the enemy 
agents know of the party’s suspicions, 
don't let more than two days pass before 


Korihana decidoE that it is in her beet 
intflrofltto eliininate them. She works 
on Lord Shimada's fearg until ho is 
cemvineed that they are spies, 'I’he PC& 
S9Q the resuLtfl of her treachery when 
Shimada sends a dozen samtirai to 
Anreaf. them. 

This group [see samurfli Atata on page 
37Uedhy one liontenant, enterR the 
Inn during daylight. All PCs at the inn 
are held there, and all others are 
puli Lely “escurted” back to the inn. The 
soldiers throw open the doors of the 
PCs' roouiH, and the lieuteuaiit reada 
aloud from a scrolk '‘Lord Shiinada Oda 
has proclaimed that all persons who are 
not recognized as servants of the Shima- 
da estoite shall not be granted permis- 
aion to move frsely about Yo'rumura 
until ho paeaea judgment on thsir loyal¬ 
ty. By tomorrow merning, all foreigners 
shall know their destinies.'^ 

If tho PCa demand to see Lord Shima- 
da, they are granted an audionee the 
next morning. Use the "Judgment of 
the Daimyo’' eectioa. The PCs can save 
them selvas only by convincing Shimada 
of K orihanfi’fl trench pry. Tf they fail tn 
do this, he orders that they be taken 
aw^ay and enecuced. 

If the PCs choose to remain at the Inn, 
six samurai are posted in room 0C and 
another six patrol the perimeter of the 
lull in groups of two. AL sunset, they lire 
replaced by fresh guaids. During the 
night there is a 00% chance of the 
guards becoming drowsy. Chances for 
surprise and stealth are doubled against 
guards in this condition. 

The PCs have one night to make their 
escape. In the mornings 30 more anmu- 
rai arrive to escort the PCs to the beach, 
whore they will be executed, 

Escape 

The PCs may decide at any time to 
esfiape from the village, Tn addition to 
the nutenma nf any enaniinter at area 1 2 
an the Yorumura Village map, the DM 
must decide if the pany should be 
allowed to escape. Have they given the 
adventure an honest try? Have they 
acted intelligently? Or have they been 
aiTOgaift, uncooperative, and rude? 

It is the DM's option to place a mu^for 
of mental prowess <J)ungeon Masters 

Guide, page 150) in the 'A^atchtower. 

Lord Bhlmnda can use thia magical item 
to scorch the woods for c&caping PCs. 
This meonE that many pntrelfl will be 
directed toward the rcs’ escape route, 
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even beyond the two-mile limit normal¬ 
ly patrolled. The resulting endless and 
unavoidable aeries of enwjunters will 
exhaust and demoralize tlie PCa. 

Yorufnura Village 

The map of Yoxumura shows the water 
line at high tide. On either side of the 
beach, two large, rocky hilla rise thirty 
feet above the water. The tree line 
shows the edge of a thick forest, but 
thorc arc also trees and shrubs anneng 
the buildings of the village. 

1. Wlitohtower. Once a more outpost 
station, this eight-sided tower is now' 
the home of Lord Shimada. The struc¬ 
ture is ffliir stories tall, houses 50 samu¬ 
rai warriors, and ia Hurroiinded by a 
15'-high atone vs^all. Tho snuthaasr. gate 
opens onto two paths, and a aecret door 
in the western wall opens onto the bare 
hill. Guards patrol everywhere within 
the wuLcJiiuwer and its gruunda. In the 
tower’s stable at e 25 medium war 
horses. Pasted to the front door of the 
tower is a charm of protection from theft 
(Oriental Adut:nturc^^ puge 134). 

When gue&ta stand before Lord Shi- 


mada, dnzenf: of loyal samurai are 
alwaj'S nearby. Fifty more soldiers ean 
be gathered within eight rounds to fight 
f[]r their lord, If anyone attempts to cast 
apella in Lord ShimadaY presence with¬ 
out his permission, the spell-caster and 
his companions are attacked by £-5 
samurai in the first round, followed by 
many others. 

No map of the tower is provided, as it 
is extremely unlikely the PCs will have 
the opportunity to explore this building. 
If ncec&sary, the DM can detail the floor 
plan, placing samurai barracks on the 
ground floor, gtororoome and workrooms 
on the nuddic floors, and Lord Shima- 
da’s quarters and audience chamber on 
the top floor. 

2. FiRhing Ftont^, These craft were 
used regularly by the villager!! until 
Shimada's arrival. Now the boats ait 
abandoned on the beach, tied to posta in 
the sand. Each host ^’^ntalns nets, 
hooked spears, ai jtJier fishing tools. 

3. Stoi'e^lionsea, Grain and rice me 
stored in these thi'ee watei'proof shacks. 
Since Yorumura has only a fishing 
industry, it trades with <jiher villagics 


for its supply of farm goods. Each store¬ 
house hold^ 4^0 kohu (Orfenra^ 
tureB, page 37, ^‘Barter Units), 

4. Peasant Houaes. These 22 build¬ 
ings are the homos of the villager^. All 
are built with wooden frames, wooden 
outer walla, paper innar waU&, and 
thatched roofs. Many of them have 
partial verandas, like front poi-choB. The 
average housohold coiUBiBts of four or 
five people, including a father, a mother, 
and a variety of children and elders. 

5. Hanzo^s Houae. Thi;; ia a madium- 
sized peasant home with a covered 
smithy beside it. While appearing nor¬ 
mal from the outside^ it is a dangerous 
building Tilled with deadly traps. 

lEanio lives alone here. He Ja an ugly 
brute wbuni the f^shee men fear and 
di&truEt. Skilled at the fon'ge, he pro¬ 
vides services for Yorumura as well as 
other nearby villages. He was once a 
yakusa in another province, but he 
presently works for Lord Tbshio Noboru 
in the plot against Lord Shimada. Han- 
so flllowfl no ono inside his house except 
a fow trusted NPCe (and prieonere). 

See the detail map of Hanbo’s House 
to lacato the following rooms. 

5A. Veranda. This normaJ-iaofcing 
verpnda is floored with bare wooden 
planks. This is n nightingale flour, 
deslgnied to creak loudly when weight is 
placed upon it. For every that a per¬ 
son walks across this floor, there is a 
30% chance of causing noise. Stepping 
on a bom d causes one squeaky and lift¬ 
ing weight off a boaiil cauaes ajiuther 
squeak. Thus> each step taken causes 
two Squeaks. All chances to jnooe sileut- 
ly are halved, and only magical spellE 
can completely silence the floor, If Han- 
to is ip area 5E, 5C, or 5F, there is a 
cumulative 20% chance per equeok that 
ho is alerted to visitors or intruders. 

5B. Siltiiig Room. This is the largest 
room of the house. Hero, Honzo relaxes 
after a hard day at the tdrgo. Undor tho 
cushions arranged m the center o£ the 
room are a dagger and a jitte, both easily 
renebed by HanTo if he ie seated there 

On the ntirtheaai wall, in a rack dis¬ 
playing Hanzo's work, hang three finely 
crafted daggers with ornamental hilt^ 
(worth 2 tael each), three beautiftil 
katanas {worth 18 ch’ien eachK and one 
of tfiialUy (10 to hit, worth 60 
ch^ien). All have black wooden scab- 
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bards. The e/" quality appears no 

better than the other swords, though 
Hanzo knows which one to grab first in 
nn emergency. 

sr. Rflilrfinm. This room contains 
little more than a bed mat in the renter 
and a tray with empty cups beside it, 
The eastern wall is painted lavishly in 
the same style as the guest roms nf 
Songbird Inn, A paint set, cjomplete 
vi^ith hnisheti and inkj sits in the north¬ 
east ccriiej' uf tlie room, 

A dagger ujid a jitte are hidden under 
the pillow. Under the bed matting is a 
note written in Ilanzo’a crude style 
which reads; “Has Korihana noticed the 
new arrivala to tho village? They don’t 
look harmless, and they make me ner¬ 
vous, Tell Koriheina to have Shimada 
get rid of them. You yourself should be 
prepared to have them ‘vanish' from 
your inn ” Hanzo intends to- pass this 
note to Rokaiij but the blacksmith has 
not yet had the opportunity to do so, 
it Han^o sleeping here, he can be 
awakened by squeaking noises from the 
veranda. If he is awake when intruders 
enter the honse^ he stands next to tho 
wall near the door, when? he can siir, 
prise anyone corning Into the bedroom. 
At the first opportunity, he attemptfl to 
get the katana of Quality fi'om room tiR. 

SB, Cluset. This storage area Is filled 
with a.jujiible of clothing, worn-out 
sandals, baskeLs, Eiiid other junk. Hid¬ 
den under a pile of blankets in the cen¬ 
ter of the closet, an unlocked wooden 
door covers a small compartment. Inside 
i& a scro-li case containing a letter, 
stamped with Lord Noboru’s ofTicial 
Goal, granting free travel throughout 
hie estate. There is also a bag vrith 153 
tael, d7 yuan, and 233 fen, 

Kitehcn. This room i& the best (or 
woi-st) display of Hanzo’s bad habits. 
Unwashed cups and bowla cover the big 
wood fin fable in the middle of the room. 
The shelves are cluttered with dusty 
clay contain er.s, some finiply^ others 
holding spices, tea, and pepper. The 
cooking hearth on the northwest wall 
has Tiot been cleaned for weeks. Hang¬ 
ing over the small fire pit is an iron pot 
filled with utold, slimy* green liQuid. 
Nothing of value can be found here. 

5F, Room* Once a family living 
room, this is nO'W the bodroonn. of Haii- 
ao’a favorite pet, a guard dog {AG 6; 


ft; SA map att,ack at. +3 to hit, victim 
must save vs. paralyzation or be 
knocked onto his back for -3 to hit 
while the dog is at +2 to hit; AL N>- 

This animal attacks everyone except 
Hamsu, and it fights to the death. Only 
Ilanzo can give Lhe command to stop its 
attack. Aiiyune who enters the room 
either awakens the auiniul (30%) and is 
attfiickud in the next i^oujid, oi' finds Lhe 
dog already avi'ske {70%) and is leapt 
upon during the first round after the 
door is opened. 

In the south torncr of the room are a 
chfswed-upon sitting cushion, & water 
bowl, an empty food dish, and a lO^-long 
rope that Hanzo uses for a leash when 
taking the dog outside. 

6G, l^avatory 

nH. Shrine, Hanzo rarely prays but 
has Sat up this rnnm to confufJo 
intruders. In the east corner fs a .statue 
of the Fox God, surrounded hy oanriles 
and incense sticks. Lying under the 
small statue are several sheets of folded 
papwr containing, in Korihana's small, 
neat handwiiting, descripEJons of Shi¬ 


mada peychol-opicfll strongtha (&uth as 
his dedication to buahido) and weak- 
nessea (such as his paranoia and fond¬ 
ness for beautiful women). This 
document has been given to Hanzo so 
that, ho can smuggle it out to agents 
who will pass it on to Lord Noboru. 

Directly in trout of the statue is a 
kneeling figure, it.R hack t-o the door, 
wearing the black outfit of n ninja. The 
figure is actually a wood and straw 
inodol stuffed with bags of sleeping 
powder. Cunaider the figure to be AC 10, 
Any ghai'p object LhaL. hits the figure 
releases a cloud of the powder into the 
room. Blunt objects have a G0% chajiue 
{plus the attacker^B bejid bacfs/lifi ffutea 
percentage score) to tear open a bag. 

The cloud fil Is half the room in the first 
round, the whole room in the second 
round, and Insf^ for another four rounds 
before dieaipating. Anyone who 
breathes tho powder must save va, poi¬ 
son or fall unconscious for 2-5 turns. 

A seorat door leads to room 51. 

hi. Secret Roam. This room is kept 
dark at all tiinesi, Tn the north and woat 
corners, twn large holes in the floor load 
to room 5L in the cellar halnw. 
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From the hole in the western eomen a 
ladder' leads down. A attached Lo 
the ceilmg above hani^s down the mid' 
die of the hole. Doth the ladder and the 
rope allow passage between the room 
and the cellar. The rope is strong and 
safe, but there are tiny metal blades, 
sharp ns raKors, set into th.o backs of the 
ladder'^ mnga. These bladeJ? can pene¬ 
trate any unprotected hand that grips 
tho rnnge. Each time someone cUmbe 
halfway down the ladder, there is a 90^ 
chance that he is cut for 1-2 hp damage 
and muat save vs. poison or lo^e ^2-B bp 
more. 

The hole in the northern corner also 
contains a rope and a ladder. The ladder 
is Safe, and the rope appears to be 
securely tied to a ceiling beam. It actu¬ 
ally continues upward through the false 
paper ceiling of the room and is 
aLtac±ied to a croHsbpw hung from the 
true ceiling. Whenever the rupe Js 
pulled f the bow swivels downward to 
point in the direction of the pull. Hard 
yanks or full body weight on the rope 
cause the bow to ^lre^ inflicting 1-6 hp 
damage. Use the '^to hit" chart as if 
Hanao vi'ere firing the weapon. 

5J. Smithy* Hanso forges weapons 
hero when ho ie not buey on more mun 
dano work such ae hopseeboo& and cotn- 
men tools. Except on the coldest days, 
htf keeps the doors? opou wide while at 
work. Against the southeast w^all is a 
large hearth and anvil. In the middle of 
the roonn stands a heavy wooden table 
covered with hammers, tnngs, pieces of 
scrap iron, and work in progreas. A 
dagger is nailed by ita acabbard to the 
underside of the table. One of the unfin¬ 
ished pieces is a katana of (juality with 
no hill attached (“1 tp hit)^ It only 
needa to be combined with the pr[]per 
grip to become +1 to hit, 

5K* Storeroom* This cramped room 
contains materials used by IIonEo in the 
smithy: empty buckets, piles of scrap 
mctul, broken tools, long burs of iron (to 
be hammered into swords and daggers), 
and bent horseshoes. Under on over¬ 
turned bucket is a bag containing 
47 tael. 

Passageway. This area is com¬ 
pletely dark without the use of artificial 
lighl. The floor and walls are lined with 
crudfl wfiodon ?>nflrrts. Thia raorn and 
corridor contain KsvaraS traps; only 
Hanzo knows how to avoid them: 


1. Rope with erossbow trap fsae room 

51). 

2. Trapped ladder (see room 51), 

3. Sword trap: Anyone who walks on 
this section ofcoiTidor has a 75% 
chance of triggering a floor mechanism. 
A katana punches out a small section of 
the wal] and &t*b:i at the person there 
for I-fi bp damage (roll to hit as if Hanao 

were attacking). The sw^ord can bo casi 
ly detached from the naechanism after 
tbe trap has been sprung. 

4. Floor triggers: These two areas 
trigger the cros.^sbow trap at 5. Anyone 
walking over the triggers has a 75% 
chance of iwittmg off the trap, 

5. Crossbow trapi As with the sword 
trap, this mechanism bursts through 
the wall. It consists of a wooden pole 
onto which two cmasbows have been 
nailed. The bows point in opposite direc¬ 
tions down the corridor. Both weapons 
file imiuedialely. for 1-6 hp damage per 
boll (t oll to liil as irHaEizo were aLtack- 
ifig). Tile L-wp bows and two bolus can be 
rec<rvered and used by survivora of the 
trap. 

SM. Snake Room. This room is emp¬ 
ty except for a Wgs woven basket con¬ 
taining a poisonous snake (AC 6; MV 
15"; HD 2-H; hp ffAT 1; Dmg 1; SA 
poison, victim must save vs, poison or 
lose 3-12 additional hp; AL kl). 

The snake cannot attack from inside 
the basket unLesa someona reaches in- 
Whon Hanao loaveg prisouars in roam 
5N, ho releases the snake before leaving 
r.his rnnm. Tha first, person to enfe'r after 
thn Snake is released must roll fnr sur¬ 
prise at - 2. A surprised person is 
attacked fifoni behind by the snake and 
receives no dexterity bonus to armor 
class. After that, nyruial combat rules 
apply. 

5N, Prisoner Reom. This empty 
room i& used to detEun captives. See 
“PoiBonedr’ for w'hat transpires here if 
the PCs are captured and become Han- 
Eo’s prisoners. 

6. Shrine of the Sea Drag'on* This 
small pagoda surrounds the man-aized 
atone figure of a dragon, The fiaher- 
mon recite short prayors bore before 
putting out to sea each day and also 
on Bpecial occasions and holidays. 
Anyone who makes an offering or says 
a gin cere prayer has 3 30% chnnee of 
gaining four wigdnm pnint.g racial 
maximuiri) for 24 hours. Disrespectful 


behavior causes a stream of slime and 
seaweed Lo spray from the statue's 
mouth to Cover llic offender. Tlie vic¬ 
tim's charisma and comeliness semea 
are cut in half until he or she takes a 
hath. 

7* Alarm Post* Here a wooden frame¬ 
work stands atop a stone platform. 
Honging by ropes from the frame arc a 
man siBed bronae boil ond its hammer, a 
heavy log. This bell is for amerghney 
use only, except when an important 
samurai wishes to spoafc to the whole 
village. When the peasantg hear tha 
bell, they come quickly out into the 
streets. Samurai go to the alarm bell to 
fififi who rang it. anri why. 

S. Military Camp. This temporary 
settlement was set up for the extra 
soldiers accompanying Lord Shlmada. 
Five tents house 100 samurai. Only 20 
ilJtJi are here in the day Lime, 40 at 
niglrt. The rest paUol the village and 
the forest. Quartered at the eaatein 
edge of the camp arc 11-20 UdlO > 10) 
medium war horsea for the officers. 
N&arfay are weapon racks full of apears 
and bowa, 

0* Songbird Inn* This well kept 
building contains six guest rooma, quor 
ters for tho staff, and Rokan’s private 
rooms. A stable shares the inn's east 
wall. Sinco tho inn is built aE>ova 
ground lavol and stands on support 
posts, there is a crawl space between 
t.bft grounrt and the biTilding. Thig 
crampRcl spare is open on nil side.q and 
la easily reached from the outside. 

The Songbird Inn's rates are average: 

5 fen per night's lodging, 3 fen per night 
per hor&e stabled, 2 fen for a hot bath, 5 
fen per common meal, and 4 yuan per 
.iar of sake. 

Rokan is the owner and innkeeper. He 
constantly smokes an iron pipe, so he is 
always armed witli a kiseni. He over¬ 
sees the work of two servant girls, Kikn 
and Yoahi, and the boy Nasumi. The 
gitla know nothing of their cmploycr'e 
profesaion or the political plot- Nceumi 
keeps a close eye and a keen ear on all 
gusetfl, and every thing he leame ie 
reported to Rokan. 

AristocratE occaEionally visit the inn 
because Rokan is known for hl$ skill at 
the tea ceremony. Upon request, he will 
perform the oeremony for a lord of dpi- 
myorank or higher; otherwise, he rare, 
ly does a ceremony except for himself 
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stud N&zumi. At time there Eire no 
lords in the area ejcoept for Shimada, 
whn. ifl tno wary f* leave the watchtower 
unless absolutely neeesnnTy, 

Attnchetl tn the inn is the owner's 
modest home (rooms 30-TJ). Tt is only 
slightly larger than the other peasant 
homeis, and in most ways is very aimb 
lar Koweven Rokan's ninja activities 
demand certain modificatioiis ^ch as 
traps and hldde^i compurtuienL:^. 

9A* Front Gate, This entrance 
through the picket fence that surrounds 
the small courtyard is covered by a 
small wooden roof supported by the 
tolkat posts of the fence. The gate ia 
wide open. 

SB, Vernnda. The front porch is cov 
erod by the overhanging roof of the inn. 
"Songbird Inn” is written in simple 
letters over the double doors at the 
center of the veranda. A smaller door at 
the west side of the porch leads directly 
to Rokan's private quarters. 

9C* Front HaU. Here visitors are 
Ejreeted by Neaumi. He welcomes guests 
with a smile, offers a hot bath (room 
9F). ainl eitplainu the two guest room 
gises (tlu ee-beil Euid five-bed). He does 
not give prices unless asked. At uigLL, 
this hall is lit by b. lantern hanging ou 
the west wall near the secret door. 

Business Office. Eokan keeps 
hiQ bunincss papers and doeumenta, as 
welt a& any posBoaeiona which the 
guoeta wieh him to hold for them, in a 
locked cheat under the desk. There arc 
also 36 fbn in the chest. A pen and ink 
set is on the desk, Rokan spends time 
here writing and organiaing hia records. 
He can be found here of the time 

during daylight, hours. 

9E. Lavatory 

3F. Bathtub Room. In this room, u 
large virooden tub is kept full of hot 
water. Clean Lowela hang on a rack on 
the soulliern wall. During a guests 
bath, one of Uie aervant girls conies in 
with a bucket every ten rounds to pour 
in more hot water. 

OG. Servant Girls’ Boom#. These 
two rooms contain beddii^ and amall 
closets. Under ench pillow io a bag con¬ 
taining 2-12 fen. Each girl sleeps in her 
■own room at night (60% chance of being 



asleep), but since busJnesij has 
decreased lately, there is an 60% chance 
that one of the girls is away frum Lhe 
inn, visiting relatives in the village, 
during the day. Check only when the 
servants are needed. Their duties 
include washing, cleaning, and serving 
food. 

The northern room belongs to Yoshi 
(AC 10; MV 12''; zero level peasant; hp 
2; ^AT 1; Dmg by weapon type; S 0,111, 
W 14, D 12, C 8, Ch le, Co 11; AL LN). 
The ether roo^m is occupied by EJku (AC 
lU; MV 12"; Eoro-kvei peasant; hp 3; 
ifAT 1; Dmg weapo-n type; S 12,110, W 
10, n 14, C 14, Ch 12, Co 14; ALINTG). 

3H. Nozumfs Rruim. Kokan'f* side- 
kick, the hoy Nezumi, slefipfl herfi. Kifl 
room is similar to those ofKiku and 
Ybshi, except for a hidden compartment, 
beneath his bed, under the woven mat¬ 
ting of the floor. It contains two ninja-to, 
nine star shurikens, a tiO'-lojig rope 
with knots at regular intei'val&. a grap¬ 
pling hook, and a ba^ with 14 tael 
There is also a trap door beneath the 
bed that opens to the crawl apace under 
the building. There is a 05% chance 
that Mcaumi is in his room at night, leas 


10% per occupied guest room. If hsTfi, hs 
Ig asleep d5% of the time. 

Stable, There are stalls here for 
five liOJ &BS. Netumi feeds any horses 
stabled liere for 2 fen per meal. He will 
also wash a horse for 4 fen. 

9J* Feed EtO'fage Shed, This tiny 
shack Contains hay and grain for tho 
horsca, although the grain may be used 
for human consumption in times of 
emergency. There is nothing else of 
value in the shed. 

HiL T'hreo-ll^cl Gueat Rooms. These 
rooms are modost but clean. All but 
those rented to the PCs are unoccupied. 
One bed mat lies inside each room, and 
up tn twn more nan b# addfid by Nezumi 
if necesRary. A psper Ifmtern Sits at the 
head of the first bed. Food and drinks 
are delivered to these rooms by the 
servant girls. 

One wall of each room is decorated 
with Ecenes of forests, mountalus. riv¬ 
ers, waterfalls, and clouds. Painted in 
black ink by wide brush strokea„ the 
scenes are done iu typical Oriental style 
— sweeping panoreunas with progi'es- 
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Bively higher and hiffher settiona of 

folding budL iiiLu the illusluii' 
HFY diHLutinjer 

9Lw Five-Bed Guest Room. Thig 
i^iom 15 similar to the sitmllcT guest 
roomSp but up to five bed mats can fit 
comfortably inside. 

&M. Kitchen. Twin fireplaces againet 
the outer wall dominate this roomy Iron 
pots hang from the oppoeite wall, above 
shelves stocked with kitchen tools, 
knivea, and Jars of spices. A Small pile 
of firewood liss between the two iire- 
plaees. In the center of the room, on a 
large table, ait stacks of plates, bowls, 
and trays. 

Tf gnftfltR order friod, Nezumi mmes 
hers tn prepare the meals. One or both 
of tbo servant girls takes the food on 
trays to the guest rooms. 

9'T4. Sturuge Ri>um. All the equip- 
iiieuL uecBEaary to I'uji the inn is stored 
here; biuoinSt wash dotha, blankets, bed 
mats, pillows, extra tools, diBhes, and 
lontems. In a locked chest at the back 
of the room are jars of sake and bottles 
O'f poison. Only Nesumi and Rokan 
carry the keys to ttnloek the chest. 

90* Roknn^e Sitting Room, Rokan 
likoe to smoko hic pipe here while gaz¬ 
ing out the door across the v«;randa. Ho 
can be found here 30% of the time dur¬ 
ing the day. This room contains sitting 
cushions and a low table nn which are r 
pen, ink, and sheets nf rice paper. Stuck 
to the underside of the table with a 
small nail Is a folded piece of paper 
bearing the seal of Lord Ib&hio Nobotu. 
The paper gives written, perniissiun to 
travel freely through Nuboru^ estate 
and to request an immediate audience 
with the lord. 

On the wall across from the veranda 
door, a wooden rack holds six small jars 
of liquid. Three contain strong s&kc. 

One is a potion of climbing, another is a 
potion of L'jcico kcaiingf and the Inet ie a 
potion of /ieroiffpr. If Rokan ie tornorod 
in a fight hare, hs attainpte to drink the 
last potion as soon as possible, 

HP. Shrine. This is where Rokan 
prays for the success of hi? misfliong. He 
can be found here 20% of the time at 
night. A painting of the Tiger God, 
fiercely poised for battle, hangs on the 
east wall. Surrounding it are pieces of 
paper inscribed with philgauphical 


phrsseg of inner strength and endur^ 
ante. Candles and incense burn at each 
aide of the painting while Rokan kneels 
in prayer. In this state of mind he can¬ 
not be surprised, since all his senses are 
aroused and alert. 

9Q, HaUway* At night, thie area ie lit 
by a paper lantern hanging near the 
eoutheast oornor, except whon Rokan 
has gone to his bedroom t[) sleep. There 
is nothing of value here. 

9H. Lavatory 

flS. Hedrnom. Rokan launches hia 
missions of espionage fh>m this room, 
though lately he baa had little need to 
leave his room at night. He can bo 
found here 30% of the time at nighl. If 
Rokan is here, there ia a 40% chajice 
that he is asleep. 

The room appear-e simple, coiitahdng 
only a bed mat, a lantern, and a nari'ow 
cloth curtain which hangs from toiling 
to floor in the middle of the east wall. 
Behind it is a mirror of fear {Oriental 
Adventures, page 195). Aaytmc who 
stands directly in front of the mirror 
cmd who clearly states that he ie look¬ 
ing to Eoe what i& behind the curtain 
must make a saving throw vs. epeils or 
llee- in panic for 1-6 rounds. Thoga who 
fail the save lose 1 honor point per 
round of terror, doubled if their coward¬ 
ice is witnessed by snyone who was not 
by the mirror. 

Beneath the bed mat is a hidden com¬ 
partment similar to the one In Nesumi'^ 
room. It contains nine star shurikenK, 
one ninja-Lu, a 50'-lung rope, u grappling 
honk, a black ninja outfit, five eggshell 
gi-enades with flasbpowder (save vg. 
paralyz^ation or be blinded for one 
round), two cggsholl grenades with 
pepper (save vs, petrification or receive 
a -4 penalty to hit for 3-5 roundai), 
three eggshell grenades with dust (onve 
vs. poralyantion or be blinded for 1 d 
rounds), four signal rockets, a set of 
thievea^ picks and tools, five oil flasks, a 
tindar box, and a bag with 182 chhen. 

At the bottom of the cempartment is a 
trap door that opens to the crawl space 
beneath the building. 

9T* fiflcret PagRagnway. Theae dark, 
narrow corridors are used by Rokan and 
Nesnmi to move quickly and secretly to 
certain areas of tho inn, Anyone enter¬ 
ing the corridorE must bring a light or 
walk indarkjiess, since Rokan and 


Neaumi know the way and do not need 
lights. At the end of the corridor past 
the secret door to room 9S, a rack of 
■weapons hangs on the wall. It holds 
three knives, two ninja-to, nine star 
shurikens, and five eggshell grenadcE 
with flashpowder. 

The seerol entrances to the paosages 
are easily found by Rokan and JNezumi 
but not by anyone olso. Tho chonco to 
find each secret door is 1 in 11;! for peo¬ 
ple who are merely looking et r.he wall 
(within 10' of the door), or i in 6 for 
any fine search ing mors closely. 

9U, Closet, Tills small area contains 
Rokan's clothes and footwear. A con¬ 
cealed compartment under the floor 
mats contains the documents of owiier- 
sliip fur Llie iiui and a bag of 56 ch’ion. 

10. Rokaii'^ Gai-deu.TIus simple 
gi'ove is filled with evergreenB and 
maples. The floor of the garden is cov¬ 
ered with green moss, forming a velvety 
carpet. When not tending to the inn or 
to his eeerqt aetivitiea, Rokan worko 
here alone. 

In the center of the garden, at the end 
of a path of fiat stouGs, is the teahouse 
where Rokan performs the tea ceremo¬ 
ny. A small wGli and dipper at the build¬ 
ing's entrance allow guests to wash 
their hands before entering the tea¬ 
house for f.he ceremnny. 

] 1* Guard Posts. Bight samurai and 
one lieuteuant lounge in each of these 
small covered platforms, They atop 
Lravelere ajid pulJ Urly demand wj ltten 
permission to pass, stamped with tbe 
^al of Lord Shlmada. No oue can pass 
without this seal. Anyone arriving at 
the village without official papers must 
wait 1-2 hours while a meBsenger is 
sent to Lord Shlmada and retums with 
written permiGaion. 

Anyone who re&iets the guards faces a 
fight to the death. Unfortunately for 
tntrudeiis, there are always samurai 
patrols within hearing range. A noisy 
battle or shouts will be heard, and five 
soLdiers arrive on the scene every 3-6 
rounds. 

12. Wandering Patrola* Small 
groups of soldiers ffbur samurai and one 
lieutenant) constantly patrel the woods. 
Every five rounds, there is a 70% 
chance of exicouiiUsriiig a patrol. These 
^icattered groups noimally travel no 
faJ'tbei' than two miles from Yorumura. 
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Thf; soiiiiRrR drivft nil intnuifflrs, 
first; with polite djemandSn then with 
drawn swords. Anyone attempting to 
leave Yorunnira is escorted hack te the 
ed^e of the woods near the village, If 
there is a loud fight, more paiiola arrive 
at the rate of one patrol every 3*7 
rounds. 

Judgmeni of the DaEmyo 

Whenever the PCs bring their evidence 
to Lord Shimada, use Tabic 3 to dcter- 
minc his decision on the aceusationo 
against Korihann. Add and subtract all 
the modifiers that apply, then roll per- 
ccDtiio dice. Remember that d-himndn is 
an important man, and the PCs are 
expected to use Eheir best manners. 

If Shimada does not believe the accu¬ 
sations, there is a 75% chance that 
KnribflTifl inriTiriedinrely demHnrisret.ri- 
hutinn — the death of the PCs — for 
their “lies” The PCs are immediately 
escorted out to the beach for execution. 
If, far some reason, she does not demand 
Lheir deaths, Shimada has mercy on 
thuiie foolish stit'angenS ajid orders theii' 
imprisonment in tlie w^atchtower, where 
they are held until the problemfi in 
Shimada^B fief become so evident that 
the Shogun must interv-pne (2'5 weeks), 


Tfthfi POscnnvincfi ShiTnada nfKnri. 
hana's treachery, she leaps up and 
attempts to flee. Samurai quickly suT' 
round her and cut her down while Shi- 
inada watehes silently, 

Tb reward tlie party for revealing the 
political plot, Shimada ofTets military 
positions to bu&hi, kensai, and samurai 
PCa. These positiona carry the title of 
lieutenant and command over £0 Ist- 
level soldiers. Of courae, those who 
ocoopt must take an oath of loyalty and 
thoreaftet aervn Shimada without 
question. 

Evoryone is given, papers of free travel 
in Shimada^s estate, stamped with Shi- 
mada's seal. Two cash strings of 100 
tael each are offered to each PC. And, of 
couTBO, the PCs have Shimada'a otornaJ 
gratitude and approval, which is no 
Small thing in this dangerous land. 

Shimada will certs inly want vi^nge- 
ante againat Nnhnm if it is known, that. 
Noboru wag the cause of the trouble. 
Thlg could lead to an agsault on 
Noboru‘5 home, an asaassination or 
kidnapping attempt, ur a mii^sion of 
sabotage to cripple Koboru’s estate. The 
PCs ai'e welcome to mako Lheir own 
suggestions. fj 


liable 3 

Base chanee. ....... .0% 

Mnrtifinrar 

Speaker PC's chariRmn renct.inn 

adjustment.RA% 

Speaker PC's successful etiquette 
check .....j..... j... L.... 1 5% 

Per shukeeja PC in party.+10% 

Per known ninja PC in party . . " 10% 
Per known yakuza PC in party . “ n% 

PCs show Shimada: 

Official papers with Noboru^a 

seal...+ 10% 

(found in Hokan’a or Hanso’* house) 
The note from Hanze to Rokan. +15% 
(found in HnnEo's house) 

Korihana’s message.. + 75% 

(from "The Note") 

Korihana’s notebook..... +90% 

Ueund in Hanzo'e houEoJ 


DUNGEOM 47 















THE JINGLING 
MORDO 
CIRCUS 

BY VIC BftO^UARD 


A carnival of 
laughs, thrills — and 
terror. 


Arfwork by Jaquay^ 
CrjrtoornpMiy by OSes#! 


Vk Broqu<3^rd, ct data-processing prxifes- 
siottal uiith 23 experien^c^^ ie<tck€s 
at Illmo-is Central College m Ea^t Pco- 
r-iHf Illinois- Vic hoc authorod several 
ooTTtpuior ii^xthookc and tioo fantasy 
novels. He kas bean a DM for oeer five 
years, jf'/iis Tywdule resulted from a 
deeira to chatienga high-leoal characters 
os ivell asbreaiha a bit offraah air into 
the usaal campaign dungeons. 

The ilingling Mnrdo Circus is an 
AD&D^ game module designed fni- 6-10 
characters of 10th level or higher. A 
proper balance of character classes is 
vital U> the ulliiiialye i^ucceab uf the par¬ 
ty. Because of the very powerful NPCs 
in the module ^ lower-level parties must 
be exceedingly clever and resourceful to 
Successftilly handle the ciix:u& and its 
malevolent crew, 

The DM should be prepared to impro¬ 
vise the reactiona of the varioua circus 
personnel depending upon the actions of 
the PCa. Be forewarned that the use of 
mind-reading spells and divinatoiry 
equipment by PCs could complicate the 
UM'g job greatly; improvisation will 
almost certainly be required in those 
case&> and the DM should prepare notes 
on informatinn That. miilH he gainpd in 
these evimta. For the moat part, ciTciis 
personnel are conoemed only with the 
management and operation of the fair, 
and their thoughts and actions will 
reflett Lhib. 

For the Dungeon Master 

Every long campaign needa some relief 
from continual dungeon o^ploratlon> 
Three days ago, colorful posters began 
appearing in the PCs^ town, annoimoin^ 
the imminent arrival of tht Jingling 
Mordo Circus. Just when boredom was 
tahiug holdj tho PCs have some excite¬ 
ment to look forward to, with not a hint 
of danger or adventure. Encourage 
thorn to relax and onjoy thomaoivos at 
the Jingling Mordo Circus! 

Max Mordo, a neutral-evil SOth-level 
mflgif'.-iisffr, is tho ownor and opfimror of 
the Jingling Mordo Circus. The circus ifi 
run on a fairly bonest basis. In spite of 
Mordo's alignment, because a seml- 
honest circus is a conyenient cover for 
his real operations — assassination and 
kidnuppLug the wealthy. 

The clreus b fun Lu run. After all, who 
wears full dungeon gear to a city circus? 
If your PCs ao insist, let them do' it, but 
be sure they are gawked at, laughed at, 
and ridiculed, especially by small chil¬ 
dren. If they den^t change their minds, 
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don't worry — Max will notice them and 
take a personal intero&t. With proper 
i^terooing — and perhaps after a few 
hours of circus fun — the PC& may lower 
their guards. 

The module consists of the ciroiia 
layout, with general descriptinna for 
each area. Numemus NPCs 
deacribed, and overall guidelines for the 
major actions are provided. However^ 
the play of the module will be guided 
predominantly by the actions and reac¬ 
tions of the PCa. Thua, there is treiiieii- 
doua room for the individual DM to 
tailor the action to his own campaign 
(see the DM Tailoring section), 

Dorksid© Operations 

The Mordo Circua mu&t be run oo a 
fairly honest basis, because a semi 
honcEt circus is a oonvoniont cover for 
Max's nefariouB "darkeido” operatione. 
A traveling cirouB also gives Max mobil¬ 
ity to travel about the countryside, 
arriving m towns where the "pickings'' 
are good, and leaving just as quickly 
when his schemes have paid off. 

Because of the nature of Mordn'a opern- 
tiori, the niroiiFi must move frequently 
and far, and he does all he Can to keep 
suspicion away frora bia carnival. 

Mordo apecielizes in kidnapping, 
spending the first daya of thy circus's 
stay in a town spying on the LocaJa and 
deciding on the best (usually the weak 
Lhiiist) victim. On. ocoasio-n, Max iian' 
dlea aasaasinationa of important people, 
but he demands 10 times the going rate 
for a regular a.9Sa^»sination. He requires 
all of the money in advance, but also 
guarantees the results. 

Max ia currently holding four victims 
whose ronnomE have not yet been paid, 
'Two remain at tho entrance to the big- 
top tout (area. 2) — the atone gargoyles 
are polymorphed human fighters. The 
misernbie umber hulk in wagon '27 is 
really a female high elf, and the roper 
in wagon 26 is a human msgitsiiser. 

Through his network of advance men 
and spies, Mux has heard that a bi¬ 
annual festival and market in the PC&' 
city will attract merchants, nobles, and 
adventurers fhnn fhr and near, A atop in 
this town will be pruflttible boLh for tlie 
circus receipla uiid for Max's kidnap¬ 
ping scheme, 

A prime kidnap victim is eithei" person¬ 
ally wealthy or is an associate of a 
wealthy person. The first choke for b 
victim (firom the DM’s point of view) 


should be the KPC henchman of a 
wealthy PC in the party. A second choke 
would be a wealthy inerchant. whom r.tie 
PCs have heen hired to prntect. 'The PCs 
should have some compelUng rfiafinn to 
liRcomo involved in the inve^gation, no 
matter who 1b kidnapped. 

Since the tovm Is generally of good 
alignment, and since Max Mordo Beeiiis 
to cooperate fully with local law enforce¬ 
ment olTicials, the investigation should 
be a real cliallenge for the PCs. If the 
PCs do not solve the mysterious abduc¬ 
tion, Mordo may attempt to kidnap 
others or even move on to another city. 

There are several ways the kidnap¬ 
ping can be carried out, given the avail¬ 
able Spells and numerous aasosBins. 'Fhe 
DM enn be as inventive ae he likes, but 
here is one common eceiaario: 

The ootnerstone of the operation 
dependB on the four Zu-Zu tribesmen — 
small, wiry junglo natives who are 
extremely accurate with blowguns. 

They use a powerful jungle poison that 
causes nearly instantaneous uncon- 
geionsnesR. the CirciiB Personnel 
Section for full details.) 

Once Mag and his associates have 
reached a decision on the victim, Max 
and the assassin-clowns (RoXl Len, 

Ham, and Carl) put dusi vf 
once on the Zu-£u tribeBJiieu. They thou 
arrange for ti crowd to separate the 
victim from his friends, and the jungle 
natives attack with their blowguns, 
injecting the powerful sleep poison. If 
the attack is unsuccessful, or if Max 
decides that the victim cannot coeily be 
hit by the darts, he anoaks up behind 
the victim, ea^ a time stop, and person 
ally injects the drug. 

At thia point, the aaaoRBin-ciownE 
catch the falling victim, siido a Hng o/' 
mvisibility on him, and carry him ofi'to 
their clown digguise wagon ffiy). They 
laugh and smile as they go, and no one 
questions four clowns miTiningt.he carry¬ 
ing of an inviaiblle hnrrian. Ones inside 
their wagon, the aasaasins strip the 
victim of all magical items and wealth. 
The hapless victim is then polym^rphed 
into a draft horse and hidden in area 36. 
Even if the captured NPC retains his 
own personality, his escape ig made 
impossible by the hobbles around hi& 
forelegs (and iiyections of drugs if he 
resists). His valuables are stored in a 
secret compartment in the bottom of one 
of the other cages. If the PCs become boo 
curious about the horses, they ore 
chased out of the area by circus pargon- 


nel or accueed of tiyhng to steal the 
horses.. If a polymorph spell aeridentalTy 
kiVIfl fl victim. Max ukor a imah to bring 
the victim back to life (to avoid making 
too many enemies). 

Meanwhile, one of the assassins dons 
the victim^ clothes and diaguises him¬ 
self as the character. Pretending to be 
drunk, he parades around the clixus 
just long enough to bo seen by many 
’workers and townspeople, but ho avoids 
the PCs. Then, he makes a grand exit of 
the ciivus, shouting drunkenly at Ted, 
who riuiE the main gate, that the circus 
is boring and a waste of good money. If 
the PCs later question Max and the 
other circuQ pcrgenuel, all arc able to 
honestly say that they saiv the inebri¬ 
ated character leave the circus grounds. 
Any other questions are answered 
vaguely as possible to avoid telling a 
detectable lie. 'i'hus, it should be dilfi- 
cult for PC clerics to determine that the 
mith is net being told. 

The imposyi^-r heads into town and 
enters a seedy inn, drawing as much 
attention to himself as possible to create 
numerous witnesses. After taking a 
room for the night and promising the 
innkeeper 20 gp to awaken him at 
duwii, the disguised assassin enters Uie 
iwin, slams tlie door, and quickly 
changes dkguigea. After leaving all of 
the victim’s noimfll gear in a disheveled 
mess and adding a touch of blood here 
and there, the asaasain leaves quietly 
through the ’window. In the morning, 
the innkeeper reports hia miasing guest 
to the authoriticB,. who BUEpeot foul play 
after examining the room. 

After a brief investigation, the (all- 
too-bngy) local conetabloB declare the 
victim was probably robbed and mur. 
dered, the body caiTied olf and dumped 
in a nearby swamp (or equivalent in the 
DM’s campaign). At. t.his poini., the PCr 
ah nil Id he enenuraged to take up the 
investigatitin theiiifltives. 

Later that day, a beggar boy arrives at 
the inn with a ransom note. He honestly 
says that a seedy person (one of the 
assabsliis in disguise) paid lihii to deliv¬ 
er the note. This scrawled niisslvo is 
addressed to the friends aiid aasociates 
of the victim, and demands the payment 
of a huge sum that the DM knows could 
be raised (such as 500,000 gp or more!) 
for the return of the kidnap victim. The 
PCs are directed to leave the ransom, 
converted to gema and jewelry, in the 
6ame room from which the victim was 
apparently abducted. The note Contains 


DUNGEON 49 



THE JIMGLINO MOGDO CIRCUS 


all the normal warningB — come alone, 
do not notify authorities! oo tricks or 
the victim ’ivill be slain, and so on. 

From the time that the vit-tim is 
abducted, the PCa are acried upon by 
Mas: or Hank, who use c?ysfa^ balls to 
discover what actions the PCa are con¬ 
templating. Thus, Mas usually knows 
what the PCs intend to do and ia ready 
for thorn. Later in the adventure, espe- 
cially if the PCs take pains to conceal 
their plans, the UM can deoroaso Max’s 
level of knowledge. He can scry the PCs 
as if they were '‘personally known 
slightly” {DMG, page 141> if he has met 
them an the fairgrounri.q, giving him an 
85%- chance of success. 

To recover the ransom, Hnuk tf;iepnrts 
into ihe room and out again as fast as 
he can. He ia covered with cJmsI of disap¬ 
pearance and scries the room carefiilly 
jtisl before he ielcports (treitt scrying as* 
“persojially well knuwu/' shite be will 
have studied the room beforehand). 

If the ransom is paid, Max returns the 
hapless victim to the inn room just as 
the circus leaves town. The victim is 
returned to his normal form, but Max 
docs not return any magical items or 
valuables. Further, the victim ia sound 
asleep and cannot be awakened by nor 
mal moans until the evening of tbe nest 
day, by which time the circuH is long 
gone. Even when awrakened, tho victim 
15 little help to the investigation ho i$ 
under the influence of a lifJsA spell that 
has Ciiused him to sleop and forget eve- 
ryt.hing that, has happened since be was 
nabbed at the cirmis. These effectR can 
only be undone by another wish. 

If the PCs become too much of a 
threat^L or if the characters parade 
around Lhe circus in full magical plate 
armor or the like. Max handles them 
per-stniall.yr Afler a crowd separaLes one 
PC from the others in the party, an 
Max casts a siop and 
peraonally injects the -sleep drug or hits 
the PC with his sap. Next, the PC is 
stripped of all magical items and valu¬ 
ables, Pinallyt Max teleports the sleep¬ 
ing victim, dressed only in under¬ 
garments, to another town and deposits 
the PC in the Sewers. Max is then in 
oxcollent humor for dayal In fact, hs is 
highly likely to continue scrying on the 
victim for amusement. 

If Max particularly dislikes a FC^ he 
will also u(?io e.n^.rgy drain oh him — 
perbapR daily Rnwriy PC.5 are vary 
likely to be challengart tin a drinking 
contest by one of the assassins, When 


the PC passes out, he is taken to a local 
inn and depoalLed with great fanfare in 
a room to sleep it o)T, Oitce the assassins 
leave the PC, Hank teleports into tine 
room, confiscates all magical items and 
valuablea, leaves a ransom note for the 
goods, and teleports back to the circus. 

An inventive DM can think of other 
possibilities. Just keep in mind that 
Max is evil, coldly calculating, and 
tokos fow choiioos. Ho olway^ goe& 
along with normal police invostigations 
in an attempt to throw suspicion df his 
trail. Ho will never permit o battle to 
rage at the circus. By using his spells, 
he will always attempi. t-o mo-ve the 
battle to some neutral area. 

If the PCs invoRtigafe the frirens, the 
DM must decide what information they 
are able to learn. Given enough time 
and means, and perhaps enough ciries, 
they should be able to learn the truth, 
but do JiuL let them launch a war on the 
cii'cus. Stress the large numbor of inno¬ 
cent visitors, inuL-jcent performers, and 
the like. Max is so sure of himself tlrat, 
if directly challenged, he suggests a 
meeting o-n some neutral field of battle 
to settle the matter. He will use all 
manner of treathory, of cour&c, but 
never riek the circus it-sclf If and when 
the ehowdown comes, Max gives his 
henchmen all the magical items that 
ore stored in the socret eompartinonts 
under the wild animal cages. 

Max and company have been auccosa- 
ful in the kidnapping and as^osai nation 
buainess for many years. He doos not 
inake miRtfikoa, and thia m pip ns 
that the DM can ha ruthlBss. 

DM Tailoring 

Before starting the module, the follow¬ 
ing details must be worked out for your 
Caiupaigjti. 

Doclde uijuii ail ilLneraiy of widely 
separated major cities that tire circus 
will visit. The eireus should be set up at 
the edge of a city of predominantly good 
alignment. Next, prepare a seedy inn 
and an innkeeper NPC for the kidnap¬ 
ping section. You may uac any existing 
inn in yoitr campaign or design a new 
one. Then, make some tentative plans 
about who the kidnap victim will be and 
the amount of the ransom . The victim 
should not be ono of the player charat' 
tersL a henchman of one of tho wealtbior 
PCs ia the suggested target. 

PntifunR anri sornlla bavahsan int^n- 
tionally omitted. Thesn should he added 


to fit youi' campaign and style. Mas 
Mordu and aHsueiattiS do not have too 
many Bcrulls, but Lhose that they do 
have should duplicate thdr highur-levEl 
spells. x4mong these w^ould be spells 
Such as: polymorph other, flesh to stone, 
stone to flesh, maze, delayed blast fire¬ 
ball, fe^^’Jpor^ ivifhoui error^ disintegrate, 
and time stop. 

The assaasins would have potiona to 
aid their clandestine actions. Some 
poisons have been included; more could 
be added. Additionally, the fees may 
have Such potions as ESP, 

human eoniroi, sp^ed, and specially 
made potions that can neutrali^s poison. 

None of the magic-users or illusionists 
have hfien given we.apoos, because they 
are mainly involved in performing the 
shows or running the circuR, hut you 
may assume that each carries one con¬ 
cealed dagger. In combat, they use their 
spells or magical devices. If needed, you 
should decide what other weapons are 
available iu your ouuipuign setting. 

No spell books are expUcttly mea- 
tioned. Assume that each spell-castei 
has a set of traveling spell books that 
in-clude all of that character's memo- 
rizcd spells plus any others that are 
indicated. None keep their larger mas¬ 
ter spell bcoks at the circua. 

Perejonnl treasure chests usually con¬ 
tain only wins and gams. You may vrark 
up more spocit'ic dotolla os de5irad. Koap 
in mind that there will be a lEurge amount 
of coins put aside If om the eircus reve- 
nuee, and also gams and jeweby tskon in 
ransom payments. 

Additirnfifllly, yon cjtn sdri finishing 
touehfis tn ths wagnn dfisc.riptinnR. If 
dfissired, you can add further details to 
the House of Horrors (IS) and the Fun 
House (11), Even the actual circua lay¬ 
out can be modified. 

The Wagons 

The Jingling Mordo Circus travels in 7G 
large wagons, each pulled by two draft 
horses. The tirtus is set up at the edge 
ef town in. a large circular formation, 
800' in ditunotcr, as shovm on the map. 
Tbo post-and-ropc fenw around tho 
entire circus perimeter is continually 
monitored by security guards. Each 
event and wagon la numborod and Ita 
contents described. You may add finish¬ 
ing touchog fo suit your own eampaign 
or even alter the basic layoiut. 

Fach wagon is roughly 7' wide and 12' 
long, although soma of the wild animal 
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cages are larger. Seme ef the exhibits 
are merely transperted on the wagon, 
such a» the Slide Kide (waijen 0). Other 
waguiitj have teiitlike exLenulous, na the 
Fuud Station (wagon 14) and the House 
of Hwrois (wagon 13}. All wagons nuni^ 
bered 54 and higher are private quar¬ 
ters and arc alwai''s kept locked.. Each 
circus employee carries the key to his or 
her wagon, and Max Mordo haa a mas¬ 
ter set of heyo to all wagon as docs 
Konk, Mordo's second in command. 
Other wagons may be cither locked or 
unlocked. Another poat-and-ropa f&oca 
separatoE the public areas of the circus 
from the private sector. 

Overview of Personnel 

Monlo own-ij anrf operates the; Jin¬ 
gling Mordo Cirens as a front for a vari¬ 
ety of clandestine operations. Hankj hia 
ri^ht-hand man and longtime friend, 
assists in running the big-top show as 
well as Lhe darkside uperationa. 

Five opoiatioiis leaders report directly 
to Max. Brotlier X handles all of the 
physical security for the ciiuua. Sister 
Sciba runs the healing operations. Bobo 
ifl in charge of daily operations^ includ- 
iug the YTorkers and travel arrange- 
monts. Bubur ig the ringmuater and 
runs all the big top activities; at other 
times, his crew becomes involved with 
Max’s less-than-legol operations on an 
as-noedod baEls. The clondeEtine activi- 
lies are Supervised by Mag, who doiiblea 
as the circuses tlnanciaJ manager. Mag's 
group also scouts ahead for likely towns 
end cities for the circus to visit. 

Fnr physical .security of the ciren.s, 
Max has mada nri'angeTnenta with a 
lawfuhneutral mnnastery of the Azure 
Brotherhood. For the monks, the circus 
is an advanced training ground. They 
ere here to learn t[] recognize and han¬ 
dle pickpockets, gate busters, robbers, 
and the like, Also, the monks arc being 
trained to identify the personality traits 
of both good and evil individualH. None 
of the monks yet know about the clan¬ 
destine operations of the circus, though 
they arc generally aware that the eircue 
is managed by men of evil nature. 

The brothers maintain a stoic life¬ 
style, never apeoking unless abeolutoly 
nocossary. Their order also views names 
as unneeded, so the higher-leve) monks 
have forsaken their given names and 
are known only by abstract symbols. 
Hence, the leader of t.be raontts at the 
circus is known only as Brother X. The 


brothers are fanatically diligent in their 
efftffts to guard the circus. If they 
obijerve any shady action by a fair-goer, 
they move swiftly Lu inLerrupL it. Those 
that they appreiiend aie promptly Lui'ii- 
ed over to the local authoiitiea. Though 
suspicious of their employers, the 
monks do their best to carry out their 
assigned guard duties. 

Furthermore, the monks earn experi¬ 
ence iu their order for each crime that 
they spot and handle. When a. monk 
gains enough experience to warrant a 
“promotion,’’ ho returne to tho monas¬ 
tery and a new recruit is aont to take 
hig place. 

Max haa also worked out a mutually 
beneficial arrangement with the Sisters 
ftftbo Holy Cross This order of female, 
lawful-neuT.rnl nlerics mnRt.he circn.q’.s 
first-aid station. The fiiaters helifiva 
that magical curing should be ahared 
with the masses, and they Eire always 
aeorthing fur new ways to uae their 
Lalenta aniung the common people. They 
provide aid to anyone in need, regard¬ 
less of aligimient. In return, Max makes 
healthy monetary donations to the 
Sisterhood and permits them to recruit 
potential new sisters at any time. The 
sisters are friendly and attempt to con¬ 
vert any female who will listen to them. 
Like the monks, they know nothing 
about Mordo's clandestine operations. 
Though they do not entirely trust the 
mnnagoment etaff of the circuE, the 
Sisterhood has found this arrangement 
to be highly benellcial. 

The daily operations staff is super¬ 
vised by Bobo and is divided into two 
Ruhgroups. Ficar., there are normal 
hands who do the dally chores and per¬ 
form In various shows or run events. 
These are all neutral and fight only to 
protect the circus and their jobs. Second, 
there are several evil NPCs why super¬ 
vise these Moruial haudi^. Some of these 
bosses only fight to protect the circus, 
while others actively participate in 
deirkiide operationH. 

The big-top otaff is run by Bubur, the 
ringmaster. These magic-users and 
illusionists are showmen first and 
darlcaide helpers aa the need origeo. 

Finally, there is the darkside opera 
tions st^, beaded by the OEeuggin Mag. 
They do the actual dirty work; kidnap¬ 
ping, assassination, and worse. Review 
the Circus Personnel section foir exact 
details. 

Most personnel have assigned work 
stfitians and can he found rearing in 


their wagons when not on duty. How¬ 
ever, there are aeveral NPCa who may 
be encountered wandering about the 
circus (see Wandering Encounter!^ sec¬ 
tion fur mure information). 

Statistics for all circus employees 
can be found in the Circus Peraouiiel 
section. 

Dally Evonts 

You may begin the module in many 
waye. One commea approach ia to have 
circus posters appear about town. Three 
days latar, tbo circus caravan arrives at 
night and is ready to open for businoss 
tbo noxt morning. 

When the circus opens at IGjOO a.m. 
daily, at least lOO visitors enter; more 
come and go throughout the day. The 
biggejit crowdR throng the circiia in the 
early evening. From time to time, hugs 
crowds gather near different exhibits, 
and PCs are likely to become split Into 
small groups by the press of the crowd 
when it moves on. Criers ojinuunue the 
start of each big-top ahow at 11,1,3,5, 
Olid 7 o’clock. Numerous lighi 

spells provide Bufficient illumiustion for 
early evening activities. The circus 
closes at 10;00 FM, Sundials and water 
clocks keep the local time. 

If the players decide to draw a, map, 
let them view the map of the circus, 
Eiuco they can readily sec everything 
that is labeled. 

Wandering Encounters 

Each turn, check lor a wandering 
encounter; one will occur on a roll of 1-4 
on Id0. Tf an enecii,inter happens, roll 
IdlOO and see below. The DM should 
ftlabernte on the^a enenuntarR aR naras- 
aary. Further encounters may he drawn 
from the Character Siibtable (page 175) 
ur City/Tbwn Encuunteru Matrix (page 
ISDuftheDMG. 

1-B, A mij[ieLrel, playing a recorder ur 
singing, wanders past the party. He’s a 
normal worker having fun. 

9-13. A local, low-level thief attempts 
to pick one of the PCs' pockets. There is 
a 65% chance that the attempt is spot¬ 
ted by a monk accurlty guard, who 
intervenes at oncct attempting to arrest 
the offender. If the PC makes any fuse 
about the theft, one or more monke 
arrive at once. 

14-20. The PCs are involved in a 
miiio.r but annoying aecident that may 
divTort their Euspicions from Max Mordo. 
The fir.qt. time this eucounter is rolled, a 
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circTiB visitor olaimfl Mist tine of the PCs 
is a wanted crimiTial Find calls the 
LTiard, necessitating e^tplanationfi Find 
pruofH {jf identity. If this encounter Is 
rolled again, a passing fco^Tisman slops 
food On one uf tlie PCa. There is no real 
damage f but tlio PC^S dolLiea are now 
messy, and tempers may ftaii'. If this 
encounter is rolled a third tirne, a PC 
gets a solid bump irom a stranger who 
then assumies the PC is trying to pick 
hia pocket or start- a fight. 

21-25. A total stranger stops to chat 
with the PCs. Although oompletely 
harniloes, this encounter can he peed to 
distract the PCs and shift suspicion 
from Mas Mordo. 

A crier loudly announces the 
start of an event such, as the chariot 
riice. The neact turn, there is a 75^ 
chance that a crowd gathers or shifts as 
FI result of the annonnCement. (For the 
effects of this, sen tha crowd gathers/ 
shifts encounters below.) 

31-40. A clown bounces up to the PCs 
and perforins silly, distracting antics. 
Tlicre is a 50% chance that a crowd will 
gather if the PCs go dtung with Lhe 
clown’s actions. (For crowd ulTectai see 
below.) The clown is either a normal 
hand or one of the evil darkside workers 
chance of either); see the Circus 
Perigonne-l Bection. 

il-4G. A crowd gtithcTB nt a nearby 
event. There is much pushing and shov¬ 
ing as the people all try to see at the 
same time. This should di&tract the PCs 
and limit movement to one-siitth their 
normai rate. 

47-52. The crowfd around an event 
Fibifi.fl and moves off. The PCa are forced 
to move along with the crowd, and sev¬ 
eral party members are sepfirated from 
the group. It is extremely difficult tn 
move against the flow, slowing move¬ 
ment to- one-twelfth the normal rate. 

53-56. From 1-6 normal hands are 
changing shifts, passing from work 
areas to tlieij' pi iviite quarLers. They 
£top and talk about the circus if asked. 

57-61+ The PCs encountei' one of the 
four worker bosses — DobOf Boss Jake, 
Boss Jo-rg, or Boss Hugart (equal 
chance) — making his rounds to check 
on how things are goin,g. Any boss 
ontauntcred scorns friendly. While the 
letter three have nothing much to aay, 
Bobo is very curious about the PCs and 
their wealth. Each boBs will be encoun 
tered only once. 

GlUiS. There is An equal chancG of 

encountering Brother X or one of the 


monk gecurity captains. The monks nod 
in response to a greeting and apeak in 
sbnrf. genieinces only if asked a direct 
qul^stloin. 

Hank, gecond in coin+ 
maudn Is encountered while on a bona 
fide circus errand or while spying on 
poUjiitial victims (equal chance). 

72-80. Mag, the assassin leader and 
riuttiiciwl manager, ia encountered while 
runniug a fmaucial errand and carrying 
a lEurge sack of coins or wiiile actually 
spying on the PCs (equal chance). 

81-00* An aagaasin clovwTi — Carl, Rox, 
Len, or Ham — approaches the PCs. The 
naeaasia-clowna act &iHy in much the 
same way as the real clowns, but their 

job is to spy on the PCs and, examine 
their gea^j defenses, alertness, agility, 
and proteetion davicoe, Each aesassin 
clown is encountered only once. 

EflJW- M ax Mordo wanders the circus 
frequently, either observing the Overall 
operations or scouting and spying on hi^ 
potential victims, He acts very friendly 
and offers all kin da of aesislanr'e — all 
designed to throw suspicions elsewhere. 
He can be encountered as many times 
as rolled, anywhere in the circus. 

Cirous Key 

1. Mam Entrance and Ticket 3ulu£>* 
The rope guardrails lead one and all 
toward thia brightly painted wagon. 
Numerous advertisements of the rides, 
eighta, emd events fire plastered on every 
available inch uf the wroden facade. A 
huge sign reads; 

lO Tlirkctg foR 1 fjp 
1 Ticket pQKi S. ep 

AAmisefon; 1 Ticket 
Chill Fries 

A man in a blaek-and-whito.checkered, 
clown suit is selling tickets from inaide 
the wagon, while a iman in a yellow and 
green fool's mstiime sfjindg ro one side 
and takes the tickets. 

The ticket seller ia Tad, one of the 
assassins, and the ticket taker la a nor¬ 
mal hand (see the Circus Personnel 
section for individual atatialics). The 
ticket window is secured with sturdy 
iron baia, and tliere ai-o 2-5 security 
g^iaids neBUfby in case of trouble. Tlte 
caahbox in the wagon contains nearly 
1,000 gp in mixed coins. At night, a 
security guard sleeps in the ticket wag¬ 
on. Tbd lives in w&gon 71. 

2. The Big Top* The rectangular, 100'' 


IdO' giant big top looms impressively 
in the center of the circue. Several hun¬ 
dred [Msople can watch each ebow. A 
Ifli'gG sign at the entrance saya: 

Hif) Top Stooto SI Hocjns 

Adnrji*;sioo: B Tick/itii 

T) each .sidfi of the entrance, A stone gnr- 
gqyle heckon.s all to enfrfi-r. TheRp two 
gargoyles are actually victims nf Mordo's 
kidnapping plota whose liege refused to 
pay their ransom. In a rage, Mordo poly- 
Tiiorphed each into a gargoyle, then turn¬ 
ed tliem Lu skjDe. Every time Mordo 
passes by this palp he chuckles iu Idmself. 
If a tfefeef spell is ca.^ on theai, 

they radiate weak mEigic. A Stejc seeing or 
true sight +spe-H rovcais the statues for 
what they really are: twin brothers, AjecI 
and Jed (AC 10; MV 12"; F7; hp 61, 60; 

#AT 2; Dmg by weapon type; SA double 
epccioliBation in long aword; S 16,1 0, tV 
10, D IS, C IS, Ch 0, Cm 10; AL LN). If 
the bnothsirE aro rascuod, each olaime a 
{{yng sword +i, a shield +2, and chain 
mail + J from Mordo’s hoard. 'Hieso grato- 
fi.il AT*C!s may reward the party 
appropriately. 

Note the location of two security guards 
behind the Eent; they keep imautboriBed 
persons from using the rear entrance or 
sneaking in under the canvas. 

Bubur ia the ringmaster, coordinating 
and announcing the events of the show, 
wliich opens with a tiuined bear act. 
Suddenly, five clowns enter and atLempt 
tp dijtrupt the act. An incoming chai'ge 
of elephants perform next, lifl-ing their 
trainera high overhead, then "stepping” 
on them. Next, four gymnasts perform 
flm-aaing feats of tumbling and acrobat- 
icBr They, in turn, arc roared off stage 
by the cat act. Two lions and two tigers 
roar continuously, daw the air fiercely, 
jump through burning hoops, and scare 
tho audience by nearly escaping from 
their trainers. I'he clowns add to the 
pandemonium, but it is all an act, lor 
the animals are actually very tame and 
would not harm a human Utiles.-? seri¬ 
ously provoked. 

The great, cats are followed by a horse 
act and four trapeze art-iatB who dazzle 
the audience with their aerial feats. On 
the ground, the clowns attempt to emu¬ 
late Lhe&e fealB while dodging the gal¬ 
loping hoi'ses. T]ie crowd alLernuLely 
laughs and claps wildly. During breahs 
in the action, the five clowns wreak 
havoc with the crowd, opening cans of 
giant paper snakes, squirting rubber 
water bottles, and tripping over their 
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enormous shoos to fall Into the laps of 
pretty ladies in the first row. 

The climax is a parody of warf a grand 
battle Vwt.wften the cIovitir and the apelh 
ca.stRr.s (Bombast., Aaron, Samuel, and 
Fred), Bombast casts dancing lights on 
a few clowns and conftises them by 
using a magic mouth spell. Aaron play's 
the cowards using a spider climb spell to 
cliuib ujj a pole only to slip and fall, 
castiii^f feather full and la tiding In the 
middle of the clowne. Samuel uses 
triloquism to confiise the clowns, and 
Fred creates mirror images to elude 
them. At the very end, clowns and spell- 
eaatora alike disappear in Pred^B large 
fog chud, acccmipanied by illusory fire¬ 
works that fill the roof area. 

3. RoUer Coaatar. The ride begins 
atop a high wooden scaffold reached by 

narrow stepE. A converted miner's wag¬ 
on sits between the snaking, descend' 
ing, wooden rails. The ride seems 
breathtatiDg but not dangerous, and is 
over very quickly, 

'The cost 1 r two tickets per ride; s 
normal hand la In charge. Only two 
hunian'Sized belnga can ride at one 
time. Each rider must roll his conatltu- 
tiun score or lesa un ld30 or become 
nauseated for ld4 turns. If a i^econd 
oheck is failed, Lhe PC becomes so ill 
that he vomits or faints, 

4. Pony Ride* For one ticket, a child 
under age 12 can ride a pony for two 
minutes. Sis old ponies are chainied to a 
turnstile. A normal hand runo tho ride. 

Boat Ride. Six gaily painted, 
flingle-pereon boats float in a large 
wooden tub that is fillad with 2' of 
water. For one ticket, circus visitors can 
paddle the boats around for two min¬ 
utes. It is a favorite with children, and 
there are many here waiting their turn. 
One nmmrial hand takes tickets and 
keep.s the children from remming each 
other with their boats. 

GiHut Slide. After climbmg the 10- 
Udl tower, one alides down the spiral 
slide. There are mostly children here, 
and one ticket allows unlimited sliding. 
One normal hand takes tickets and 
prevents pile-ups on the slide. 

7, Dotikey Ride. This ride is the 
some 03 the pony ride {oroa 4) except 
that the rider site on a donkey inotcod 
of a pony. It is run by one normal hand. 


i. Th« Chariot Race. Several rows of 
bEoachors are positioned to tho south¬ 
west of a large dirt oval racetrack. 

Races are held twice daily, in the morn- 
ing and in the afternoon. Spectators are 
raquirsd to pay nna ticket tn watch. A 
large placard states' 

Enzng Pee: 50 3 p poH Race 
Bear: Bfm ano Wtr} 500 gp 

Ytjcjw Ctiarifcju arjCj Rcce 

Anyone who pa.YS ttie oiAry fee of 50 gp 
cau race. There are two chariots availa¬ 
ble, each pulled by a team of two draft 
horses. A normal band takes the specta¬ 
tors’ tickets, while Bim (seethe Circus 
Pergonnel section for statistics) collets 
the entry fee and races the challengera. 

The race is rigged. The rub mil on tho 
right Bide of each chariot contains a 
gecret button that unerringly fires a 
pair of tiny noodles into the horses. 

Each noodlo is coatod with a powerful 
stimulant that causes a 50% increase in 
Speed for two rounds. Since both char' 
iots have this feature, and his opponent 
dopjin't know about, the button, fbm m 
unconcerned which chariot be URes. 

If Blm ia losing, he uaea the poisoned 
needles when he nears the home 
stretch. For two rolls, he gains +3 to 
his die results, Once in a whil^ how¬ 
ever, Bijn will purpuboly lyse a race 
(about 1 in 2D), just to appear honest. 

A IdG die roll is uaed to duterniinu Lhe 
distance covered each round. Bim 
always rolls first. The winner ib the 
first to roll a total of 30. Dim has a 
charioteer proficiency slot; thus, all hia 
mile of 1 or 2 are considered a 3. If the 
challenger ia a PC with riding proftoicn- 
cy, all rolls of 1 ore considered a 2. If the 
hoB no horse-handling proficiency, 
th-e die roll is unmodified. 

There is also a chance that the chal¬ 
lenger vdll eroeh. Roll ld20 each time a 
6 is railed by nompraficient racers. A 
roll above the character's dexterity 
Tunanfl T.hat tbe PC has upset the chariot 
while in a turn, can.qing 3-1G bp damn- 
age. Assume that the horseH, used tn 
Euch actions by inexperienced drit'ers, 
escape unharmed. 

Bim, who lives in wagon 71, races sis 
tiuies each in the jiiuriiiDg and after¬ 
noon. Fi esh teams of horses ai e provid¬ 
ed for each race. 

3. Ferris Wheel. A large mnetal sign 
proclaima that this 30'-high ferria wheel 
woe made by gnomes. There arc six 
seats; each holda two people. Two draft 


horsoc provido tho power to torn the 
wheel via a system of bolts and pulleys. 
The twe-minute Ade costs two tickets 
and is run by one normal hand. It pro¬ 
vides an excellent aerial view of the 
whole ciroufi, 

10. Flame Eaten A man in a loin 
cloth stands beside two flaming bra¬ 
ziers. Periodically, he ignites a brand 
and, proceeds to swallow it. All is done 
with an exaggerated flair. He is a pyro- 
maniac normal hand with a passion for 
showmaiialiip, Mordo has given liim a 
idiance at stardom and he is enthusiaati- 
cally trying for fame. 

11. Fun House. Laughing faces deco- 
rats this wagon. A normal hand dressed 
in a clown suit but obvlouoly trosoniing 
the get-up bellowE rnienthuBiastically: 
^‘Pun Houbc! a laugh a minute for just 
two tickoital" 

Once inside, visitoTB first sea thom- 

aeiveg in nummua different kinds of 

mirrors. They look bloated, then skihirty, 
then tall, then short. There are many 
exot.lc WairkgronndR refleoted a a well 
Some of these are of unusual places like 
tropical isliandR Ol.har mirrorR give the. 
appearance that the person reflected is 
accompanied by strange animala. Still 
others seem to alter the clothing of the 
onlooker, dressiug him in rags or rich 
finery, or even in Lhe garb of the oppo¬ 
site sex, Tlie fun house contaiiia several 
programmed illusions. One has the 
appeEurance of a pretty young woman 
who approaches each visitor and gives 
him or her a great big kiss, causing 
everyone cl&e in the vicinity to laugh. 
The DM should create other illuaions in 
the same fun-loving spirit, 

12. Bel] Ringing Contest. 

Rfn^ chto BoIJ 

8*cii Adolf aod Wio cr Pnize 
1 Ticket pea Ta^ 

A huge wooden mallet. 19 itsed to strike 
a Tnet,a1 lever that, knocks a steel ball up 
a 20'-tall column tn hit n hell. Adolf ia n 
huge brute of a man. 'The prise on dis¬ 
play is a small, stuffed black bear. 

Contestants ring the bell if they roll 
ilieir bend bars/lifi gates strength roll, 
Adolf (who has 18/00 strougtb) rings the 
bell more often than anyone because the 
contest is rigged. Adolf can step on a 
foot-operated damper switch that slows 
the ball, reducing anyone^a chance to 

make the bell ring to one-tenth the 
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liiiual value. Nu uu« haa wun the prize 
in the three years that Adulf lias run 
the sjontestf but he clainia that eemecfne 
won just last week. lie goads andteasea 
everyone who passes by into trying his 
or her strength. Once someone pays a 
ticket and fails to ring the bell, Adolf 
continues to insult that person’s 
etrength, anccetryj and: oven hair color 
in order to coerce the challenger into 
spending more and more tickets in an 
efibrt to ring the beli. Mordo givea Adolf 
& bonus based on the number of tickets 
he collects- 

Adolph sleeps in this wagon, f^'or his 
ntatistlcs, see the Circus Personnel 
-■section. 

13. Houne nf Hnn-nrs. Tnrt.nreri fanes 
filled with terror and streaked with 
dried blood decorate the doO'r to this 
exhibit. A largfe &iEfH advertises: 

Huuseof Hcjhkuks 
EniCtiji At. VouK OixiTJ ftssk! 

3 Tit;kec» 

Tho Tisitors enter a door in one end of 
the wagon and exit from the opposite 
end. Just inside the door, small drops of 
fake blood drip from the ceiling. As each 
per con outers, there ia a ^0% chance of 
getting Splattered by the blood. 

Tha solid wall of the wagon is covered 
with dimly lit paintings of people under¬ 
going various forms of torture. Securely 
attached to the wail ore several torture 
devices, including chains and whips, a 
rack, an iron maiden, a toe crusher, etc. 

One side wall haa been folded outward 
to form an fixtensinn. This darkened 
extension houses all of tho hIdenuR 
programmed People are kept 

from entering this extension by a guard 
rail. As people look into the darkened 
eKtensioji, five jyroa'mmmetf iilusUmSj. 
complete v^ith sound eiTeots, portray the 
most grim of deeds. In one, a licm 
devours a pleading human as lus com¬ 
panion watches in obvious pleasure. In 
another, a vampire robs a protesting 
victim of her life c3&encc, The DM 
should add othor illuGions aa nocoflaary., 
remembering that the display is 
extremely revolting, All good PCs who 
view the illusions must roll IdSO^ if the 
result is above both a FC’s wisdom and 
constitution scores^ he become^ quite 
nauseated and upset by the exhibit. 

On the finer behind t.he vampire 
scene, a concealed traprinrur opem? rn the 
underside of the wagon. This perinits 
Mordo's asaasBins to enter and leave 


this wagon undetected. Thia exhibit is 

run by Able, a SrdJevel who 

lives in wagon 73^ see the Circus Per¬ 
sonnel section for fipflcjfj.cs on Able, 

14. Food Htation^ Various tantalizing 
aromas flood the air nflar this tent and 
wagon. Kearby picnic benches are tilled 
with people eating and chatting. Any¬ 
one can eat here. Treats and snacks as 
well as complete meal.R are pmvideii, 
along with beer, ale, and wine. The 
exact menu and cost are left, to the DM 
to tailor to his campaign. Frlcea should 
be inexpeiujive, the food of average 
quality, and the portions small. 

Four normal hands conk the fued and 
wait on the cusbomeiE. Tliey are led by 
Zom, a 3rd-level assassin (see the Circus 
Pcraonnel section for hia statistics), Zonn 
con put n 24-hour delayed action poison 
in any viaitar’s food, thus diverting 
Suspicion from the circuG food station- 
Tho men live in wagon 62, and Zorn 
lives in wagon 71. 

15. Food Storage Wagon, This wag¬ 
on holds the food before it is aaid £o the 
pubMc. from wagon 14. The inventory 
here is worth SOfT gp 


16, Informaftiou Ceaten Detween tire 
main gate end the big top, a black-and- 
whito sign aaya iNTxyRMAnoN. Two normal 
hands man thia booth and previde circus- 
gOeaf& with information on the locutions of 
exhibits, ticket prices, and time sched- 
uloB. ITie hands live in wagon 61. 

17. First Aid Station. This large 
white wagon %vith its painted red cross 
is centrally located. A large banner 
acroFLR the front read a; 

(-GfW? hlH^ir-Alrt [. Jt-cw 
Ccjnrjrihmpnts np rJop 
SfsreRB op rtH? HoJf/ C-unaR 

Four women dreaded in white robes 
with red ciusBes on the front run the 
firat-ald station. They seem kindly and 
sympathetic, and assist UUyoiie in need 
to the best of their abilities. 

The sisjters are all lawful-neutral 
clerics. They ai'e donating tboir services 
for the good of mankind, but mostly to 
make their ordci' more widely known 
and to gain recruits. While uaing their 
powers to help those in need, they also 
put in a good word for thoir holy order 
and try to rfleriiit any likoly eandid.ates 
for the aifiterhood. 
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Their leader iti Slater Selbti, an 0tb- 
leveJ [Jerk. The ether sisters ai** rjth- 
level, 3fd'leveh and latdevel clerics {see 
the Circus Persoonel section for their 
exact statistics and spells). Their spells 
are mostly healing or curing in nature. 
All accident cases are brought here. 
Sister Selhfl Uvcij in wagon S4, and her 
live in wagon 57. 

In an emergency, Sister Selba can 
Bend one of the othsro for the jars of 
Ksoghtom^'s ointment and the p^riupi of 
u^cund pios!jr? kept in her wagon. 

18. House of FrosVe. The ''frefiliR'' 
fire sitting nn n Ht.t.le Rtage outside their 
wagon. A beard ad Indy, an incredibly 
ugly gnome, a twn-headed human, a 
“snake woman," aiid a mermaid are 
present. They seem immune to the 
stares of the crowd and do not speak. 

The twu-headied bujiiajii is actually a 
S][iall ^7' tall) ettin (AC G; MV 12"i IID 
5 , hp 22\ #AT 2i Dmg by wsapou type 
(+6 for 13/00 streu^): SD surprised 
only On a 1; AL GE.J. The snake woman 
and the mermaid are normal hotid4 in 
costumes. The gnome is just n gnome 

(AC 10; ATV 6"; HD 1; hp 5; #AT 1; Dmg 
by weapon type; AL N), AH of th&ga 
“freaks” SKOopt for the attin (who lives 
in wagon G3) share tho ivagon and have 
50 gp in assorted coins stashed inside, 

19. Archery Contest, A halfling lotidiy 
boasts that he is the worlrt'a best, shot 
with a bow. He challenges everyone to a 
flight nf armwB fnr one ticket. The prizes 
are small stuffed pink elephants, 

Winflfed Bowltaottom is an archery 
espeit(Eee the Circus Fersonnel section 
for his statistics}. A flight of arro ws 
cunsisLs of three shuts willi a short bow. 
Ti eat the tarEiet, a small red circle on a 
large wooden backdixip, as AC 5 at 30'. 
Only a terribly wild shot loaves the 
area. Winfred needa an S to hit the 
target, since it is at point-blank range 
for him. Only nonmagieal short bows 
and normal arrows arc ollowcd. Win 
fred sleeps in thic wagon. 

20. Giant Boars. This cage is home to 

two giant boars (AC 3; MV 12"', HD 7; 
hp 50, !□; if At' 1; Umg 3.18; AL Ni that 
grunt and snort at all passersby A 
secret compartment in the floor of tha 
caga contains tbroa afproof 

agnin^t d&t(ictioTi ajid location, that Max 
uses as needed. 


21, Bertswauua Golgalarka^ This 
wagon has a glasjsteal window and 
strong iron bora. It is home to an unusu¬ 
al animal that looks much like n fat, 
bro'wn, 5'-long lizard with ftiv, tiny Icga 
and a long neck and tail. A hugo sign 
proclaims: 

Bof-SiXECiooGi GoJgaloinka 
Rcii 3£! Tnopical CanKsicjoraocie Beast 

KiMs Prs^ by 
OnJ^ One in Captioity 

The botsTvaniiA gnigninrkn (AC 0; MV 
15"; HDS;hpfin; KAT I bitfi;Dmg 1-fi; 
ftA ultra.snnic breath weapon; AL NGl 
can, three times per day, create a power^ 
ful cone of ultrasonic waves that reach¬ 
es a maximum distance of 70' feet with 
a 10'-width at that diaLance. Most vie- 
Lima are nut aware of the attack, since 
the sound is beyond the range of the 
hunian ear. However, demi-human» and 
keen-hearing homana have a 50% 
chance to notice the low'er hfirmonic& of 
the beam if no other sounds are present. 
The sound atuns the victim for 10 
rounds and causes cellular damage 
equal to the hit paints of the golgalarka. 
A successful save vs. breath weapon 
results in being stunned for one round 
and taking only halt'damage. 

These animals feed on small mami' 
mals and are found, only in dense tropi¬ 
cal environments. They are 5' tJitl and 
5'^ long. The gnlgnlarka is an extremely 
rare species; it is mmnred that they 
originally came from an outer plane. 
They seem to have an ability to ssense 
alignment!^, and treat those of guud 
aligomejit with respect. This specimea 
was captured by Mordo; it gi^atly 
desires to be free and tries to communi¬ 
cate with anyone it believes might be 
able to free it. 

22 . Giant Scorpions, Two giant 
scorpions (AC S; MV 15"; HD 5 + 5; hp 
95, 30; f ATS; Dmg 110/1 iC/ld; SA 
poieon stinger, can attack up to three 
opponents; AL N) ara on display in this 
wagon. Metal bars and a fine metal 
screen protect onlookers and seorpions 
from each ether. 

Wagon 22 has a false bottom. Hidden 
in the space between the fnlae and real 
roar are a number of magical weapons 
that belong to previous kidnapping 
victims. The entrance to this secret 
compEirtmont le within the cage; the 
scorpions provide excelle^it pmlection. 
Tlie cttulie includes, a +3, ^jpear 

+S, sling of Sacking +3, shield +5, axe 


^2, hog sn^-ord +3, and five long 

flioore^s +1. 

23. Montieoro, An old manticora 
(AC 4; MV 12"/18"; HD 3-^3; hp 45; 
tfAT 3; Dmg 1-9/1-3/lGfi; SA tail spikes; 
AL LE) lives in this Large wagon. 

Strong bars and a tine wire screen pro¬ 
vide protection from its tail spikes. 

This wagon also contains a !5eCret 
compsrtment in the floor, whose 
entranfK is within tho wagon. The com¬ 
partment contains magical items taken 
from Mordo'a victims: two human-sized 
suits of chain mail +1, one set of 
human-aizied chain mail +2, elveu-sJzed 
choin mail +3, two shields +2, and a 
shield +4. 

24. Sampson’s Snap lillder^, Tbi^i 
gaily decorated wa^n ig home to five 
unusual birdsi Their cobalt blue hcade 
contrast sharply with their gray-brown 
bodies. Those birds look iauch like oddly 
colored tiny storks. The inside of the 
cage ie a miniature marshland, and the 
I'-tall birds strut about within tbeir 
world, A large sign on the wagon says; 

Scjrt3pso«'s Snap El&Gfts 
DaiufjefEi UsctiaHe op 
SpitThig Pniflnn 

These marsh birds are 5ompsoii*s snap 
elders (AC S; MY l"/24"; HD 4; hp 19, 
IS (x2}. 17 (2); AT 1 bite and 1 spik 
Dmg 1-4 per bite; SA spiUs ppiHon to lOL 
bite injects puibun; AL N). They huuiit 
their prey (lur^e iiibiKts) by spitting 
poisuii, Tliey are exceedingly accurate 
and have a bonus of + 3 ta hit when 
spitting. The snap bite ia done ao rapidly 
that tho birds can make two attacka per 
melee round. Both spit and infected 
poiaona ai-e fairly strong, causing 3-lS hp 
damage if a saving throw vs. poison is 
failed fhnlf doiuago if eucceesful). Tha 
wagon baa walls to protect tho 

viowoTB from the poison. These birds aro 
wary of humans and genorally avoid all 
contact. If cornorad or otherwise threat¬ 
ened, they fight tenaciously, preferring 
tospitfirat The Sampjjon'fl snsp filder is 
rarely enmiintered in the wild. Mficdo 
ftequired these apefiimena as part nf the 
rftuRnm fbr a druid. 

23. CarnivuTOUS Apes. ThJa large, 
reinforced wagon is home to two car- 
iiivort>u6 aptsfAC G; MV 12"; HD 5; 
hp 35, 30; #AT 3, Dmg 1^/1-4/1-G; SA 
rending; AL N) that bellow throata at 
all who stop to watch them. 
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The apea guard a hidden compartjnent 

in the wagonfloor. The false floor con¬ 
ceals confiscated magical items and those 
roccived in ransom pa^monta, inclxiding 
three cloctka of eli'enkind, three pairs of 
hoots ofclvcnhind, and three chahs of 
proiectioti f+Jj +Sj ond +2). One of each 
kind of'item bolongg to the oif warrior- 
maiden caged in wagon 27. 

"Hi. Roper One side of tbiB rather large 
wagun has a narrow mesh window. 

Insidef an active roper (AC 0; MV 3"; 

HTJ 10^ Tip fifl; fffiCT 1; Dmg fvEO; SA nil 
poisonous tentacles; AL CE; MR 30%) 
flails its six tentacles menacingly. 

Since the roper is a fhlrly recent 
acquisition, it has not yet realized the 
utter futility uf resistance. U looks 
tiueuLejihig und would be, if freed. 
Actually^ it is anothei ofMaA^ victims 
being held for ransom. The roper ia 
Charles 131 akc^ a polymorph^^ human 
magic'uaer (AC 7; MV 12^; MU 7; hp 
2S; tfAT 1; Dmg by weapon or spell type; 
S 9 ,1 le, W 9, D 17, C 14, Ch 10, Cm 12; 
AL LN). 

By now, CharlcB hoe u£Md all of his 
memorised Gpclls except n hoM person 
epell. He has spent hi& sveiy waking 
moment oxporimonting with roper 
speech patterns and now fools cortain 
that he can cast a spoil that has only 
verbal components. When he sees a 
character whom he feels might be able 
to hfilp him, ha cfistB hi a AoM 
spell, hoping that the vict.im wilt 
become curioua and discover hia plight. 
Treat the attempt as a normal spell but 
limit the duration to 1-2 rounds, during 
which the "'roper" appears to be beg¬ 
ging or pleading for aid. 

Since ho was asleep when he was 
captured, Blake doesn^t know much 
about his kidnappers. lie awoke in his 

present form and has used all his spells 

in futile attempts to free himself. 

If freed and rsatored to his normal 
form, BIoIec claims n eZtwA ofpr&hotion 
+I and a sling of seeking +2 as his 
magical items. He is enormou&ly grate¬ 
ful if roEcuod and attampts to convince 
the f Cs to lot him join than group. 

27. Umber Hulk. This strong wagon 
contains a miserable-looking umber 
hulk (A£7 2; MV fi"; Hn ft +>i; hp 45; 

IfhT 3; Dmg 3-12/3-12/2-10; SA confu¬ 
sion; AL CG). It mournfully stares at 
tho outside world and attempts to make 
eye contact with passersby. 

Aiivuuti who stares at the umber 


hulk^fl four eyes must make a paving 
throw va. spells or become confuaed for 
3-12 rounds. Such victims become the 
likely targets of pickpocketa. 

Should an elf walk near the cage, the 
limber hulk becomes highly animated, 
as if begging or pleading tor help. If 
these actions don^t attraet attention, the 
creature attempts to talk to the elf 
(failing, 0(f eoitifsel 

The umber hulk is really one of MOT’ 
do's most recent victims, a female high 
elf named Faaaransty (AC 7; MV 12''; 
F5.Tlt): hp 45; #AT 1; Dmg by weapon 
type; 315,110, W 10, D 17, C 14, Ch 


10, Cm 17; AL CG). She is being held 
for a ransom of 20]000 gp. In her 
present form, she is unable to speak 
properly; thus, any speech yields only 
very crude infonnation. 

Should the party aj^porlonce great 
diflicutty in unraveling the module, the 
DM can sKasgerate Eanaransty's 
actions. A yfnoid? aiignment apeH show^ 
the umber hulk's alignment is not as 
expected. If freed, the elf claims a chak 
of eljsp.nkmd, biyotn of eliienkind, a .set of 
chain mail +3, a hyng sword +3, and a 
shield +^. She rewards the party as the 
DM wishes. If asked, she can tell the 
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parly abuuL aunm kldjiappiiJi^ 

plols tliai fjEie Ji^s ovei'hftavd. 

38. Minotaur. This large wagon 
houses a trained mmotaur(AC! G; MV 
12"; HDe+3; hp40; #AT2;Dm^ 2-& or 
m/by weapon typo; SD surprised only 
on a 1; AL CE; speaks only mmotnur). 
He was taught to continually growl at 
onlookcre, to add to the esieltement. (If 
ha is euccesEful in Bearing the crowds, 
he gets extra rations.) 

39. Owlboars. young owlbcars 
CAC o; MV 12"; HD 8+2; hp 25, 20; j#AT 
5; nmg U8/]-8/2-12; ftA hug; AT. Tf; ^Siza 
M, nnt fully grown) are securely caged 
in this rather large wagon. 

30. Crocodiles. This wagon is land' 
scaped wdth a miniature pond and is 
home to Iwu uurmaL crocodiles (AG 5; 
MVe"//12\ HD3;hp20, 15; #AT2; 
Dmg 2-8/1-12; AL N) that generally 
ignore cveryone. 

31. Dragonne. This large, rugged 
wagon houaca a fierce dragounc (AC 8/ 

2; MV 15" /9"; HD 9; hp 60; tfAT 3; Dmg 
l-8./l-S/'2 lS; SA roar; AL N). Three 
inside cege walls ere partially sound- 
proo'fed with heavy tapestrieft. The 
viewing opening in the fourth wall 
(facing east) is 5' iong and 2' wide. Tron 
bars Spaced at 8" intervals hlocTr r.he 
opening. The drsgnnne paco.E its caga 
continually. 

When anyone is around, there is a 2 
in 6 chance that the dragonne will roar. 
Due to the Sjonnd baffling, only those 
people iiumedialely in front of tlic view- 
ing window have ai>y chance to be 
stus^tiod. Everyone standing in tliis 
position should roll IdBO. Anyone who 
rolls more than bia constitution score ia 
sturmed for ld4 rounds. Stunned circus- 
goers Eire excellent mark* for pickpoclt- 
and the like. The rest of the people 
nt the circus hear only a loud roar that 
blende- with all the other exotic sounds, 

32. Private Wagon. This is the pri- 
vato quarters of lU aooteopera. Half of 
thorn are on duty at any given time, 
tending to the needs of the Kon aniTnals. 
Their leader is Bos-S Hagnrt, wbn lives 
in wagon 58 [Ree the Circus PnrsoTiinal 
section for their statistics). 

33>d5. Food Wagons. Each wagon 
hoi ds^ food for the zoo unimals. 


3d+ Draft Horse Aita #1. Tills area 
contains 60 draft horses (AC 7; MV 
12"; HD 3; ii'.AT 1; Dmg 1-3; AL N), each 
hobbled and tied by the bridle to a 
stake. They are used to pull the wagons 
and perform heavy labor. There arc 10 
Hght riding horses CAC 7; m 24 HD 
2; J^^AT 2; Dmg 1-4/1-4; AL N) mixed in 
among thair larger ralativea. A Gecurity 
guard is always on -duty here. Any NPC 
captured by Mordo's agents will be put 
here, joo/y/norpAedinto a draft horse 

37. Draft Horsfl Aron #2+ This ares 
fifintains 50 draft horses and is similar 
to area 36. 

33. Draft Horse Area #3* This area 
contains? 50 draff huraes and is aimxlar 
to area 36, 

3^40. TApod Wagon. Each wagon 
holds horse feed, 

41. Animal Trainers^ Wagon, This 
wagon houses the gear for 10 animal 
trainers and their lender. Boss Jorg. 
Sevoral trolnere are standing around, 
awaiting their next assignment. They 
are fifiendly to all eircus visitors. 

Each animal trainer is treated as a 
normal hand, except that they are 
skilled at both traiding and handling 
vsri.ou.'; animfiln, thoRp that perfrum in 
the circus acts and those on display in 
the wagons. These men periodically 
check up on all of the animalSt includ¬ 
ing those on display. The trainers live in 
wagons B9 and 60, and Boss Jorg lives 
in wagon 08 (see the Circus Personnel 
section for their statistics). 

42. Black Bears. Tbi& wagon hou.^e3 
the two trained black bears (AG 7; MV 
12 "; HD S + 3; hp 18,16; AT 2; Dmg 1-3/ 
1-3/1-6; SA hugs for 2-8 hp damage; AL N) 
that perform in the big top shows. They 
ore always here when not perfbrmiag in 
thfi ring. Tho baars will not harm people 
under normal circumstances, but their 
Cage is locked at ail tiinea and a Eecurlty 
guard stands beside it. 

43- Trflinfld Hnr.>w!.>4. This wragon ifi 
home to the two highly trained horses 
(AG 7; MV 13''; HD 2 + 2; hp 12,10; #AT 
3: Dmg 1-6/1-6/1-3: AL N) that perform 
in the big-top shows. They can be found 
here when not performing in the ring. 

44, Elephaitt Ax'ea. Two trained 
elephants (AC 6; MV 12"; HD lO; hp 


49, 42; #AT 5; Dmg 2^12/2'12/242/2-12/ 
2-12; AL N) are tethered here, exotically 
decorated for their big-top poiTormancc, 
They do not harm visitors and arc very 
docile. 'When not performing, they are 
used for heavy labor. 

45. Great Cats, This wagon houses 
the trained cats: two lions (AC 5/6; MV 
12 ". HD B +2; lip 27. 22; f AT 3. Dmg 1- 
4/1-4/1-10; SA rear claws for 2'7/2-7; SD 
surprised only on a 1; AL N) and two 

timers (AC 6; MV 12"; HD S + 5; hp 32, 
27; #AT 3; Dmg2-5/2-5.H-10; SA rear 
cla.ws for 2-8/2-8; SD surprised only On a 
1 ; AL N). They arc part of the big-top 
show and are caged here when not per- 
foiining. Their cage is kept looked, and 
a security guard stands in front of the 
eago at oil times. 

46. Ferformers' Wugun. This wdgoji 
is home tu the hIa norinal hm^ds wlio 
perforin with and train the bears, the 
great cats, the hor&ea, and the ele¬ 
phants. If not performing, they con be 
found lounging around the wagon and 
are very friendly. 

47. Trnpfize Artists^ Wagon. This 
wagon is home to four aeriallsts who 
perform amazing feats in the bie-top 
show. 

48. Oymnasta'^ Wagom This wagon ie 
home to four gymn&ata who perform in 
the big-top show. 

49. Clown Wagon. This is a special 
wagon for alx men who» at times, wan¬ 
der about the grounds disguised us 
clowns. Tliey do silly uclLous fOr laughs 
wliile they carry out their clandestine 
Orders, Tltey are really the four 2ju-Zu 
tribesmen and the assassins Box and 
Len (see the Circua- Personnel section 
for particularB). Their personal quarters 
are wagon 70 for the tribesmen and 
wagon 69 for the aysossina. 

50. Di^giiiso Wagon. This wagon, ia 
used as a disguise headquarters for four 
men who wander aheiir. t.ha groimds 
drp_Rsad ax clowns. Although the sq>ell- 
cafiters Bombast and Fred are usually 
involved with, the big-top action, they do 
play^ cloyms as needed. The assassins 
Carl and Ham frequently pretend Lu be 
clowns while they carry out Mordo^s 
nefarious schemes. See the Ciitus Per- 
somiel section for paiticulars. Carl and 
Ham live in wagon 69, Bombast and 
FVed in wagon 72. 
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51. CluwuK* Wagun. This wu^un is 
home to five iioimal bauds wliu wander 
about the pounds dressed as 
They attempt to do eilly actions for 
laughs. They are real clowns and do not 
take part in Mordo'a evil plots. 

52-63. Food Storage Wagon. Each 
wagon holds food for the circus pcoplOj 
and the contents are worth 1,000 gp. 

Private Wagona Section 

54. Sister Selba, Sth Jevel cleric who 

runs the Firat-Aid Station (wagon 17), 
On a table are two unopened jars of 
Ki’.nghtom'i! for real emergeH' 

cifis. A properly labeled peri/ipf. of 
waiLiid closure lies beside the jars. 

55. Tfen workers. These are led by 

Boss Jake. 

56. Tbu workers. ThoHo are led hv 
Boss Jake. 

57» Three low-level clerics that 
work in the first-aid station (wagon 17). 
Their leader lives in wagon 64. 

58. Boss Hagnri, Boss Jake, and 
Bose Jorg. 

59* Five anima l trainers (wagon 41). 

tSty. Mvo animal trainers (wagon 41), 

61. Seven normal band$>. 

62* Food station perftonnal from 
wagon 14 ami iJiree more normal hand^. 

63. The etttn who works in the freak 
sliow (wagon 13). 

64* Fun house and information 
booth personnel (wagons 11 and 16) 
and four more normal hands. 

6S* Ton security guards (4th-ley0l 
monks). 

66. Tan security guards (Ith-level 
monks). 

67. Eleven seciuity guards 
(AthJevel monks). 

68. Seven Aeeurity guard leaders 
f3th-level monka). 


68. Assassins Carl, Rox, Len, and 
Hum* Numerous disguiiseH lie about 
this wagon. Foui' locked aud poiaoii- 
aeedle-trapped chests contain 5,013 gp, 
5,0&£ gp, 4,120 gp, and 2,310 gp. In 
odditiorii one chest ali^ contains 10 
vials of poiaon. 

70, Four Zu-Zu tribesmen* Their 
wagon oontaitis a quantity of hlowguns, 
tiny darts, and vials of special jungle 
poison. 

71* Zom, Tbd, and Bim* 

Zam runs the public food station (wagon 
14). Ibd is the ticket seller (wagon 1). 
■Rim rune the chariot race (area S). 

T2l RombHi^ and Fred* At times, 
thc^ spall-CHEd^H pose an clownn and 
operate flrom wagon SO. Much of their 
time, however, is spent assisting the ring¬ 
master, Bubur. in the big top (area 2). 

75. Able, the assassiu who runs the 
House of Horrors (w^agon 13). Hia qtEa> 
tera are littered with his private collec¬ 
tion of macabre items, objects too 
gruesome to be on public exhibit. 

74* Bobn^ l£th-level fighter and boas 
of all the normal working men of the 
eircus. The other leaders report to him. 
Thus, he is in charge of the day-to^day 
running of the eircue, including sot op 
and take down activities, travol, and 
the like. He has a largo, poison.needle- 
tvapped chest that contains 12,000 gp. 

7fi. ^aiTiii<>h lOr.h-lRvel iHiisinniat; 
Hank, I7th-level magic-iiRer^ and 
Aaron^ Sth-level magic-user. All three 
are normally fbund running the affairs 
of the big top (area 2). Hank is Mordo’a 
rlgliL-hand luaii. He owns a large, myiyf' 
bltit iwi30n-iieedle4rappc;il cheat LhaL 
contains 24,367 gp and a 

76. Brother X, iSthJevel leader of 
the nio-nka who provide security for the 
eireus. He ia no-nnally found wandering 
about the grounds, instructing hig monk 
trainees. He keeps a simple locked chest 
containing tha monaeteryb earninge, 
which currently total 15,34§ gp. 

77. Bubur^ 15th-lovai illusionist and 
the circus's ringmaster. He is normally 
fomnri in the big top (area 2). A poison- 
needle-trapped boTt holds a uiati.d of 
iilusinn. wnth 154 charges, a wand nf 
iUiiminalia}! with 23 charges left, and a 


wand of magic d^tectim with 45 charges 
remaining, A locked chest that has been 
made inuisible by an reality spell 
holds 25,543 gp. 

73, Magf Mordo’s financial uiauuger 
and l2th-level leader of the 
He normally roams the grounds, keep¬ 
ing an eye out for likely victims. Kc 
keeps 36,000 gp worth of various coins 
and gcnia in a large chest that ia triply 
booby trapped. There is the usual 
poisoned-nsodlo trap, which is encoun 
terod first. He haa aleo installed n poi 
soned dagger that springs out whonsvsr 
anyone attempts to either open the 
chest or remove the needls trap, if the^e 
traps are bypassed and the chest is 
opened^ poison gas spews forth to fill the 
entire wagon. A failed saving throw for 
any nf these pod Rons meanfl death; Mag 
takes no chances. The chest also fien- 
tains 10 vials of poison and three 
potions of neutralizspoison. Mag carries 
all his other magical items on his 
person. 

70. Max Mordo, 20th-level niagio- 
tiser and owner of the Jingling Moi'dq 
Circus (see the Circus Persomiel section 
for hia atatigtics). Max usually roamE 
the circuB grounds in search of victims 
or to cheek up on hi& employees. 

Just inside the door of this opulently 
fumiehed wagon is ono of three red 
drogO'D atatuoa. Unless the paaawordB 
"burn me^' are spo-fcen immediately 
upon entering, the statue breathes a 

ball of fure, acting liko a fire baU cast at 
the 20tb level with zero range. The 
wagon and its contents, however^ have 
been magically protected and are not 
damaged. The statue can only breathe 
fire once per day. It is worth 20.000 gp. 
Cunsider the statue as AC 0. taking 50 
hp damage before being destroyed. 

Li unu turner behind the statue is a 
staff of the ma^i witli IG thargea. Tliree 
boxes lie on a small table near the door. 
They contain a wand of fear with 24 
charges, a wand of flams extinguishinff 
with 45 charges, and a wand of frost 
with 39 charges, 

In the middle aettion of the wagon are 
five large, locked cheats. Each is pro¬ 
tected by a common poison^d-needle 
trap. The poisoned neodlos are not. 
howovor, the main traps. Hidden boyond 
the chests, behind a stack of rags, ia 
finothfir red dragon statue. If anyone 
tampers with t.hp. cheflts witbout saying 


DUNGEON 59 




THE JINGLING MORDO CIRCUS 



the usual passwords, it breathes a cone 
ef fire (as above). 

Chcs^L 1 contains GO packets of du&t of 
cfisoppeojr'n^tce. Chest 2 containB 20,000 
^ in assorted gems. Chests 3,4, and 6 
contain 10,154 cp, 11,530 sp, and 15,607 
gp, respectively. 

Another &mfl]l chcflt utidcr Mordoh bed 
is trapped with a poisoned needle. Beside 
it stands- the third red dragon etatue. If 
th-e theet is touched in any way, the 
atatue breathee fire unless the pa&isi^vords 
given above are spoken within five sec¬ 
onds. 'I'hia ehogt contains 10 magica] 
rings. One is a rifi^ of uushea with two 
wl^h^ left The otVior rings i nclnrta: prfy 
t^cUon + /ire commattci, /She 

human. influp.n.ce^ araimni mn- 
trof inuiaihility^ imrmthy X-r{iy oiJton, and 
stisJertance (the exact tJTicB can be madi- 
fied by the DM). 

On a small central table, hidden 
under a pile of clothes, sits a 
ivLih K3P. 

Circus Personnel 

Non-Combatants 

The following arc non-combntnntE 
cKccpt in highly unueual circumetancee: 


10 animal trainers (wagon 41). 

4 gymnafita {wasioii 4S}. 

4 trapeae artists {wagon 47,) 

5 animal act performers (wagon 46), 

10 Bookeepars (wagon 32), 

6 freaks (wagon IS). 

UnlcEE othorwiee msnti-oned-, treat them 
as normal workora (see below). 

Daily Operations Staff 

ai Erormal handa^ AC 10' MV 
aero-level humans' hp4; tfAT 1; Dmg by 
weapon t.ypsi AI-- N, Tbey oarry bfi sp 
each and have hidden riaggera, hut fight 
rniTy in self defense. 

20 workers: AC 10; MV 12": Fl; hp 
8; #AT 1; Dmg by weapon type; AL N. 
They carry long swords and 10 e;p in 
belt pouches, Theae workers live in 
wagonb 5 b mid 56 . 

leader of daily operations: AC 
-1; MV 12\ P12i hp 100; #AT 2, Dmg 
by weapon type; S 16,113, W 12, D X0> 
G 15, Ch 16, Qra 12; BA double speciali¬ 
zation in long sword; AL NE, He wears 
tracers ofdsfUTiCeACS and n ring of 
proiostion +3. He carries a long sword 
■I" 5, ring of invisihilifyf and a fv>d of 
lardly might with 15 charges remain' 


ing. He carries 150 gp in a belt pouch 
and sleeps in iwagon 74. Bobo is a Luge 
man who is quite vain about his atrong 
musclce. Thus, he wears only pants and 
boots, displaying hia broad bare cheat 
for all to admire. Ho does not tako part 
in the clandestine operations. 

Boss Jopg: AC 6; MV 12"; F4; Lp 40: 
tf AT 3/2; Dmg by weapon t^-pe; SA spe¬ 
cialized in short sword; S 17,110, W 12. 
D 12, C 15. Ch 15, Cm 12; AL TvL He 
wears hror.^t'H of dfiftrnjip. AC 6^ carrie.a a 
sAort sward +i, and has 200 gp. He is 
in charge of the animal trainers fwagon 
41) and lives in wagon 56. 

Bosh Jake; AC 0; MV 12"; F4; hp 40; 
tfAT 3/2; Dmg by weapon type; SA spe¬ 
cialized in bhurL awui-d; S 17,110, W 12, 
D 12, C 15. Ch 15. Cm 12. AL N. He 
wears braesrs of defense AC tarries a 
sAor( sword I J, and has 200 gp. He is 
in charge of the workera from wagons 
55 and 56, and lives in wagon 58, 

Bess Hagart; AC 6; MV 12"; F4; hp 
40; #AT 3/2; Dmg 1-6 +5; SA speeialised 
in the short Eword; S 18.110. W 12, D 
12, C 15, Ch IS. Cm 12; AL N. Ho wears 
braesrs of defense AC 5, c&rries a ihori 
sword +J, and has 200 gp. lie is in 
charge- of the zoekeepers (wagon 32) 
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and lives- in wagon 58. 

ltd: AC d; MV 12''^, A3; kp IS; #AT 2; 
Dmg by weapon type + poison; SA uses 
dagger in left hand at - 3 penalty and 
short Bword in right hand at -1 penalty 
to hit, attack from behind doe.s donhle 
damage, can assasainai.e; DI fi, all other 
statistics unremarltable; AL NE. He 
wears of dflff.T}s.e. A C fi, carries a 

lihori utmrd +7, and a hidden dagger of 
lipnom. Hia belt pouch contains 30 gp. 
Ted runs the main ticket booth (wagon 
1) and lives in wagon 71. 

Bim: AC 4; MV 12'^ : A3; hp 18; W1; 
Dmg by weapon type + poison; SA attack 
from beliind does double damage, can 
assuiisinate; DIO, all other stats unre¬ 
markable; AL NE. He wears brasers of 
difetise AC €, carries a dagger of ue-nom 
hidden in hia right boot, emd hea 30 gp in 
a belt pouch. Eim run^ the chariot races 
(area S) and lives in wagon 71. 

Adolf: AC 6; MV 12"; E3; hp 30; tfAT 
1; Dmg by weapon type; SA double 
specialization with dagger; S 18,1 lU, W 
Sf D 9, C 16, Ch 7, Cm 8; AL CE. He 
wears of d&fen^e AC S. A dagger 

is hidden in his left boot, and hi.q money 
pouch contains lOO gp. Adolf runs the 
bell ringing contest (wagon 12% 

Able: AC 3; MV 12"; A3; hp 20; jfAT 
I; Dmg hy weapon type + poison; 3A 
attack from behind does double damage, 
can assassinate; C 16, D 17, all oLlier 
statistics unremarkable; AL NE- He 
wears Craters uf dtfefiiyf; AC 0 and car¬ 
ries a hidden dugfi^r of oenoni. Ills belt 
poucli contains 110 gp. Able runs the 
House of lIorroTB (wagon 13) and lives 
in wagon 73. 

Winfred Dowlbottom; AC G; MV 
12''; F4; hp 30; MT 3 (with how); Dmg 
by w'eapon type; SA short, bow Bpocial- 
l&t; S 10,19, W 12, D IS, C 13, Ch 12, 
Cm 12; AL CN. Winfred is a halfling 
’who w’oave no armor and carries ji short 
bow. His bolt pouch has 35 gp. He runs 
the archery contest (area 19) and sleeps 
in the wagon there. 

Zorn: AC 4; MV 12"; A.^;hn IS; lAT 
1; Dmg by weapon typo + poison; SA 
attack from behind does double damage, 
nan assassinate; C 17, D 16, all Other 
statistics unremarkable; AL NE. He 
wears bracers of defense AC 6 and car¬ 
ries a hidden dagger of vervjjo- His belt 
pouch has 100 gp. Whuii :‘ei:iuired, 2!om 
uises a 24-1 lOur delayed-action food poi¬ 
son, He runs the food station (wagon 14) 
and lives in ’ivagon 71. 


Security Forces 

31 serurity patrol guards: AC 7; 

MV 18"; M4; hp 16; #AT 5/4 with open 
hand, 1 with weapon; Dme I'd or by 
vi^ea|H)n type; AL LN. Each guard car¬ 
ries 2 gp in a belt pouch. They all weai 
identical light blue rubes aud live in 
waguiui 65^7. 

7 seuurjly patrol captains: AC 4; 

MV 22", MS; hp 30, #AT 3/2 with open 
hand, 1 ’ivith vw^sapon; Dmg 2-12 or by 
weapon typo; ED heal self for 3-6 hp; AL 
LN. Each captain carries 6 gp in a belt 
pouch. They wear identical deep blue 
robes and li%'c in wagon 68- 

Brathcr X, security patrol loader: AC 
-4; MV 28"; Ml2; hp 50; ^AT 6>2 with 
open hand, 1 with weapon; Dmg 4'16 or 
by weapon, type; SD beat golf for 7-10 
hp; S 15, 1 14, w 15, D 18, C 14, Ch 17, 
Cm 14; AL LN- He hag a rin^ of prot^r- 
hon 4 3, and gtn amulet of displi^cftmeM. 
Brother X carrieg ro gp in a halt pouch 
and wears a cnhalt. hluo robe. He lives 
in wggoti 70. 

The Sisters of the Holy Cross 

Sister Selba, their lender: AG 3; MV 
12"; C&; hp 55; #AT 1; Dmg by wt‘apoii 
type; S 10,112, W 17, D 15, C 13, Ch 
17, Cm 14; AL LN. She wears bracera of 
defense AC 4 and a ring of sptll storing 
rj.juj'Er seriowfi oiirt: dtaeans, cure 

biitidtiess, and ncuiralise poison). Sistor 
Selba carries a quartersinff + 1 and a 
staff of curing with 14 charges remain¬ 
ing. She alftO hoa three potions of sistira 
henling. Her belt pouch contains 320 gp. 
Sister Sclba’e ^spallg inelude; cur^ light 
a?oundH (x4)| eeremonyy slo-m poi^ion, 
hold por^^Ofi Ck2 ), detect life, nid, care 
blindness, cure disease, death’s door 
Tcmoue fiirse, eure serious iiJOU.n.d‘i (t£2 ), 
neutrahxe poison- 

Sister .Sarah: AC 3; MV 12"; C5; hp 
33: ^AT 1; Dmg hy weapon type; S 11,1 
I I, W 17, D 15, C 12. Ch 15, Cra 15; AL 
LN. She wears bracers of defsnst AC 4 
and carries both a staff of caring with 
IS charges remaining and a quarter- 
staff. Hex money pouch holds 129 gp. 
Sister Sarah^g spells include; cure light 
iuouads is.4), purify food taid drinh, slow 
poison, hold person (k2), detect lifcy aid, 
cure disea.se, death’s dooi> 

Sister Patneias AC S; 1H\^ 12"; C3; hp 
IS; ^AT 1; Dmg by weapon iype; S 9,111, 
W16, D15, G 14, Ch 14_, Cm 15; AL LN. 

■ She wears braosrs of defense AC 6, carrios 
a quartorstaff, and has 85 gp in a pouch. 
Har apolls include; cun; Hghi uwcinds Cx4J, 


slaw poison, hold person, aid 
Sister Mabd: AC 10; MV 12": Cl; hp 
7; #AT 1; Dmg by weapon tvpt; S 13,1 
10, W 16, D IS. C 11, Ch 11, Cm 12; AL 
LN. She carries a quarterstaff and a 
pouch centaiiLLDg 12 gp, Sister Mabel 
can use three cure light wounds spells. 

Big Top Sho’wmcn 

Biibuf, the HinginnBter: AC -llfS^fV 
13''; ri5; hp 55; #AT 1; Dmg by gpall or 
weapon ty^; S 10,1 IS, W 13, D 18, C 
15, Ch I7, Cm IS; AL 1^. He wears 
braeers of defense AC a ring of protec¬ 

tion -^3, a hai of diepiaeement, a cloak 
ofprolcclion -*•4, anAs. ringofhuTnon 
influenfi- He carries a ring of i.nuisibili- 
iy, five packets of o/di.ffo/j/wnrnn™, 
a of conjuration, ’with 25 charges, 
and a rnd of absorption that can abaorb 
33 spell levels andean currently shoot 
10 spell levela. The wand and the rod 
appear as canes apprypriate fur a ring¬ 
master, He carrlee 100 gp m a belt 
punch. 

Bubur is a showman, and he dresses 
only' the finest black suit complete 
with his magical stovepipe hat. He ia 80 
years old and looking forward to retire¬ 
ment. If sariously threatened, he is very 
likely to aurrondev to save hie own Dkin, 
for ’jvho would dare harm tho magnifi¬ 
cent ringmaster? He lives in wagon 77- 

Bubur's cuiTently memarized spells 
include: chromatie orb, color spray, 
audible glarner, deled invisibiUty, delect 
illusion, alter self ddeci magic, 
improved phantasmal force, mirror 
image, fog cloud, dispel in.ij.sinn„ 
wraith form., pnro.f.yj^atian, feor, d.ispel 
magic, confusion, phantasmal killer, 
shadow monsters, advanced iUtision, 
pjrojerted imiige. true sight, mirage 
arcane, alter realty, shadow walk. 

Hank.. Mordo'fe second in cummuiid: 
AC -11-, MV 12"; MU17, hp 65, if AT 1; 
Ding bv spell ui- ivtapou type; S 14,118. 
W 14, D la, C 18, Ch 16, Cm 14; AL 
NE. He wears of defense AC S, a 

ring of protection +3, a hcudband of 
dispf.acentent, and a cloak of protection 
+4, He carries a ring of incisibiliiy, two 
packets of dust of diuappcariincc, a 
wun.d ofptolymorphing with 25 ebargeg, 
a wand of fire balh with 33 charges, a 
halm of teleportation, and a belt pouch 
containing 123 gp. He Jives in 
w^agon 75, 

Hank ia only 30 years old and atill 
youthful loolmg- He wear.g a fancy 
black suit when assiRting in the big tup. 
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Otherwise, he dons nondescript pants 
and slii[ t&. Kaj)k h a coldly calculating 
individual who ia only using the ciiuus 
as a stepping stone in his career. For 
now, he is content to learn. a& much as 
Max will teach him. Tbgether, they have 
made aeveral magical items. Under no 
circumstances will Hanh risJi hie neck 
to save Muji or the others, However, he 
will assist thorn until the last moment 
before making a haety oicit- Depondiag 
on the circumatances, ha may attempt 
to take aa much treasure as possible 
when he departs, but he is prepared to 
lose it all to save his own skin. 

Hank’s currently memoriwd sipella 
include' sleap,, magic charm 

pr.rann, htjirnitig hfindn^ m.agfrr, 

iniiiaihlp., ESP, know alignmcrtt, 
forged, stinking cloud, diapcl magic, 
fireball, hold person, lightning boU, 
phantasmal ^rce, charm monster, confur 
sion, minor globe of inuutnerabitity, 
polymorph vihEr. umll offirt, clondklll. 
cone of cold^ ludd monster; toall of force^ 
feeblemiiid, disintegrate, control K?ea^^- 
e?; teleport without error, 

delayed biasl /ircbalh limited wishj 
mase, mass charm. His spell books also 
include aji item and perrnartcn- 

spells,^ 

Bombast; AC -5; MV 12" ^ MU 10; hp 
50; ^AT 1 l Dmgby opell or weapon type; 
S 12,118, W 12, D IS, C 16, Ch 15, Cm 
13; AL KE. He woemts bracers of defense 
AC2, A ring of prfftvciion +^, and a 
chak of proteeiiOTi +2. He carries a ring 
of inuisj'bjVify a wemd of flame extin¬ 
guishing vfith 9,^ charges and a halt 
pouch rontaining 10(1 gp. Bnmhaat ia4[l 
year.iq old and very fat. He generally 
wears a partial clown’s costume and 
lives in wagon 72, 

Bomhast'a currently incmoriKed spells 
include doncing lights, magk missile, 
detect magic, friends, invisibility, audi¬ 
ble glamvr, hnuw ulignmeni, magic 
mouilt, suggestion, phantasmal forcSt 
Jtald person, /ccw; teleport, 

cone of cold. 

Aaron; AC -2; MV 12"; MU8; hp 30; 
#AT 1; Dmg by spell or weapon typo; S 
10,117, W10, D 10, C 16, Gh 13, Cm 
12; AL HE- He wears bracers of defense 
AC 4, Q ring of protection +2, and a 
cloak of protcetioa +2, He carries a ring 
of and 45 gp Ln a belt pouch, 

Aaron is 33 years old and generally 
wear^ a partial clowrr'g costume. He 
lives in wagon 75. 

His oiurently memomed spells 
include' spider climb, magic missi/c^ 


detect magic, feather fall, mirror imo^e. 
web, fppe trick, ftreholl, phantasmal 
force 6t2X polymorpjh other, wall of fire. 

S&mueh AC -5; MV 12"; 110; bp 40; 
MT1; Dmg by spell or weapon type; S 
10,117, W 12, D 17, C 17, Ch 16, Gm 
12; AL CE- He wcara brar^rs of defense 
AC4 and a rirtg ofprotection + G,- and 
carries a ring of invisibility and 45 gp in 
a belt pouch. Samuel ie 20 years old and 
very thin. Ha wears ridiculous costumes 
that are totally out of place. Secretly, he 
des'ires to be considered a funny, witty 
man, but he fails utterly] He lives m 
w^agon 75. 

ftia currently merrinrisied spells 
include: chromatic orb, detect invisible, 
hypnotism, phantasmal force, spook, 
detect magic, improved phantasmal 
force, ventrilotjuism, fascinate, paralysa- 
tioiif wraithfbrm, suggestion, phantas¬ 
mal killer, emotion, cAaujf. 

FreikAC -2; MV l2MS;hp25; li'AT 
1; Dnigby spell or weapon type, S 9,1 
17, W 10, D 16, C 15, Ch 12, Cm 10; AL 
NE, He wears of defense AC 4 

and a riog of protection +4, and carries 
a ring of mvisibility and 36 gp in a bolt 
pouch. FVed is 31 years old and wants to 
become a ringmaster with his own cir 
CUB. He ie a pest, always tagging along 
after Burbur and continually asking 
questions. Prod lives in wagon 72. 

His currently memorized spoils 
include: efi jc orbj color spray, waii 
of fog,, phantasmal force, mirror image, 
improved phantasmal force, blindness, 
fear. paralyrMlon, solid fog. 

Clandestine Operations Staff 

Mag, leader and financial manager: 

AC MV 13'': A12; hp 70; HAT 1; 

Dmg by weapun tvpe + puiaon; S 17,1 
15, W 15, D 17, C 16. Ch 16, Cm 13; 3A 
utes puibon freely, buck slab does quad- 
ruple damage; con assaasinate; PP 05, 

OL 77, FT 65, MS 63, IIS 66, IIN 30, CW 
60, RL 60; AL NF. He wears bnu:er.s of 
defense AC 2, an earring of prote^ition 
+3, a necklace of displacement, a c/oafe of 
protection and an amulet of propf 

against detection and location. For spe¬ 
cial clondcGt.inc actionE, he hne a of 
silence, IB’ radius that can be activated 
twice per day and acts os the spoil cast 
at tlie lOth level. Ho Carries a dagger of 
uenom iu his right boot, a ifong sword +6 
with poison on the blade, a rin^ of invisi¬ 
bility, 10 psc'kj&ts oi dust of disappear¬ 
ance., e wand of magic detection with 26 
charges, and a belt pouch enntaining 100 


gp. He lives in ivagon 78. 

Mag is 43 years old and extremely 
crafty aad sly. No one, efxcept Max Mor- 
do, either trusts him or knows his true 
opinions and feelings. He always 
appears in public dressed as a wealthy 
financier. He is a fastidious planner and 
leaves nothing to chance. Emotionally, 
he is totally cold-hearted and can tell 
lias with rinoese. 

Four Zu>Zu Tribefimen: AC 6; MV 
12"; F5; hp 56, 47, 44, 4U; # AT 6/2 at 
two needles per atteek; Umg 3 + poi' 
son; SA specialised inblowguns with 
poigoned needleft, bit eanseg gleep for 
ld2(l rounds, save at +6 penalty; fi 14, T 
9, W 8, D 16, C 16, Ch 8, Cm 7; AL LE. 
They carry 300 gp each and are treated 
royally. While on an expedition many 
years ago. Max discovered a tribe of 
jungle natives that used a special poi¬ 
son. Since Max charmed their tliief, he 
gets the best tribesnren. These Zv-Zn 
folk ai^ 4' tall, live in wagon 70, and 
are fearlces killers. 

Carl; AG - 3; MV IS"; AlO; hp 60; 
tf AT 1; Dmg by weapon type + poison; 
BA stab from behind docs quadruple 
damage; can oasassinate; PP 70, OL 67, 
FT 55, MS 67, HS 54, HN 25, CW 96, 

EL 10; S14,113, W 11, D 17, C 16, CK 
15, Cm 15; AL NE. He wears tracers of 
Jfi/ejjfic AC 2 and a ofproteetion 

4-2. He carries a long sword +4 with a 
poigoned blade, a ring of tnoisibiliiy, lU 
packets of dust of disappearance, and A 
belt pouch wntalningSfi gP Carl prides 
himself on his ability to appear so com¬ 
mon that he gties unnoticed. He lives in 
wagon 69. 

Rox: AC 2: MV 12"; AS; hp 45; #AT 1; 
Dmg by weapon type + poison; SA stab 
from behind d[]ea triple damage; can 
HsaaasiiiaLe; PF 56> OL 52, FT 46, M3 
47, HS 37, HN 20. CW 92, RL 30; 3 13,1 

12 , W 14, D 16, C 16, Ch 14, Cm 12; AL 
NE. He wears tracers of defense AC 4 
aud eairies a k>ng sword +5 and two 
packets of dust of disappearance. Rox ia 
tall with hard muscles. Although he 
jokes about nearly everything, be ia not 
to be trusted. He has 42 gp in a belt 
pouch and lives in wagon 69. 

Len: AC 4; MV 12"; A6; hp 35; iKT 1; 

Dmg by weapon type + poison; SA stab 
from behind does triple damage; can 
assassinate; FF45, OL ^7, Kl' 35, MS 
33, HS 23, HN 16, CW 86, KL 20; S 12,1 

13, W 16, D ] 5, C 16, Cb 13, Cm I .1; AT. 
NE. Hr wfiarg hraners of defense AC H 
and earrioR a long suiord. +2, a rin^ of 
Invkibility, and a belt pouch with 18 gp. 
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He soiokes a pipe almoat continuouBly, 
is very thin, and is quite sneakyr He 
liveB in wagon S£). 

Ham? AC “ 1; MV IS"; AD; hp 50; 

^AT 1; Dttig by weapon type + pei&on; 
SA stcib from behind does quadruple 
damage; can osBasBinate; PP GOf OL 57, 
FT 50, MS 55, HS d3, HN 25, CW M, 

RL 35; S 14,112, W 12, D 16, C 16, Ch 
IS, Cm 10; AL ME, He wears bracers of 
defense AC S and a ring of protection 
+J. He rarries a long sword +4 with a 
poisoned blade, a ring of invisibility, and 
a d^iggfirnf whirh is in his hoot.. 
Ham IS fat and jovial. He has Sfi gp in a 
belt pouch and lives In wagon 69. 

Circus Owner 

Max Mordo; AC - 14; M\^ 12"; 

MU20; hp 75; #AT 1; Ding by spell or 
weapon type; S 15+118, W 16, D 18, C 
10 , Cb 10, Cm 15; AL HE, lie w'eara 
5 rijciFr5 ofdefeTwe AC 2, & ring of protec¬ 
tion +3, a. top hid of displacetncnt-i a 
cloak of protection +4, an amulet of 
pri:Kif against detection and location, and 
a ring of two wishes. He carries a staff of 
power with 14 chargCE, a ring of inuiei- 
bilityt five packstH of tine/ of disappear¬ 
ance, s. wand ofpolymarphing with 35 
charges, a ring of human mfluencSi and 
a belt pouch containing lUU gp. May 
also earrios both a sap and several 
sleep'poiscined darts that he uses during 
ti.m.fl fffqps. Hft lives in wagon 78. 

Max ia actually 4,5 years old hut looks 
like he ia GO due to magical aging from 
spell-casting. He la overweight but 
dresses only in the finest clothes that 
money can buy. He has a jEriendly per¬ 
sonality and a sclienhug mind that is 
not wltliouL bumur. Max values his 
circus of crime highly and will never 
tolerate its destnictionr 

His currently memprLied spell 
include: steep, magic missile (k 4), c.5Hrni 
person, bjiming ^tnpida, read magic, 
detect invisible, ESP, knoNj alignTnent, 
forgot, darkness 15* radius, dispel rnag 
ic, fireball, hold person, lightning holt, 
phantasmal force, charm monster, cpnfu^ 
sion. Evord^s black tentacles, polymorph 
olhsr, hcry'e mnemoriic enhancer 
daily, giving three more magic missile-^th 
tdehiTiesis, cone of cold, hold monster, 
wall of force., fccblcm.ind, d.i.^i.n.togrfife, 
globe of imitiln.erahility, project image, 
flesh to stone, teleport u,'irhnnr flrrnr^ 
volley, limited wish, polymorph any 
o6J'ed:■^. moss charm, mind blank (cast 
daily on liiniselOh energy drain, lime 


.atop. Hia apeil books also include 
enchajii an item, permanency, wish, and 
imprisonment Spells, 

Concluding the Adventure 

It is quite possible that the adventurers 
cannot defeat Max and his group, espe¬ 
cially if the PCa are diaurganized or all 
at the miiiLniuiD (lOlh) level for this 
adveiituLc. They may decide LliuL Max is 
too powerful an opponent for the 
present and may wait to get. him later 
On when they have become more power¬ 
ful. If the party takes this course and 
stops investigating tho circus, Max lets 
the matter drop nnd anon moves on to 
nnothicr town. 

If the PCb cannot defeat Mux but can 
clearly demonstrate the &iM and scope of 

Mordo's eviJ operations with objective 
proof', the la^vful-aeutrsd monks and cler¬ 
ics abandon tho circus immediately. Thoir 
defection causes Max major problems for 
several montbs. If this proof is also giwn 
to the local autborities and their aid is 
requested, they respond by a.qking Max 
and his circus to leave town, Only the 
largest cities have enough power to arresu. 
Max and Tnake it stick. 


If the adventurers are aueceaeful in 
the tlnai confrontation, one O'f Max^s 
henchmen should escape to return 
another day. The most likely candidate 
i.q Hank. Tn bftttle. Hank, stands bock 
and castR .qpellfi. If the battle goes ill for 
Max, Hank tekportv away, sw^earing 
revenge. You can bring Hank back at a 
later date, perhaps at a higher level 
himself, to seek that revenge. 

The PCs might wish to conflacate the 
cii'cua as well. Let thtm. but be sure tu 
give tfieni mqior headaches figuiing out 
how to run such a large enterpi'ise 
smoothly {“The olcphants are sickJ^ 

Where do we get more food for the w ild 
animala?^' ^*Which town do we play 
next?" “Who's going to go there in 
advance and put up j>oatcrg in the 
town?’0. If the PCs eventually decide 
that the circus life Lb not for them, they 
can attempt to sell the chcuo and make 
a profit. Q 
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